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Dragon Quest VI is the final member of the Zenithia trilogy. 

This awesome game has eluded Western fans of the series 
throughout the years but now It's here in a DS remake that is 
fully translated and ready to go. It includes new content as well 
as a few revisions to the earlier game. 


Dragon Quest VI contains entire worlds of gameplay (rather literally). 
Your hero will travel through reality, dreams, and the darkness that 
corrupts them both. Sail above and under the seas, see the great 
sights, and conquer a variety of foul beasts along the way. In a series 
with many great titles, DQVl still is able to stand out and shine. 


This guide has information about every monster, boss, recruitable 
slime, and mini game. It contains information about all of the k 
mini medals, best treasures, and hidden areas in the game. [ 
The maps in this guide make it easy to loot everything V 
W as you go through each dungeon and advanced combat 
f strategies keep the fighting as effective and rewarding as 
possible, just like you'd want it to be. 


But let's not waste any time. Read on, and start your journey! 



































































Game Basics 
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THE MAIN MENU 


The main menu is quite traditional for a Dragon Quest 
game, so experienced players will enjoy hearing the 
traditional starting music. For your first time in the game, 
the only option will be to "Create a new adventure log," 


VIEWING THE GAME 


Dragon Quest VI uses both screens of the riintendo 
DS. While you're moving around, the game displays the 
party's actions on the lower screen and the map of the 
local area up top. Pressing o lets you switch the upper 

/ a| fTla P ' nt0 3 m0re 

detailed version; 

<t looks great! 

fflmgm ' s press ©again to 

switch it back to 

. 4 , A&tf'd a lar 9 er «ew. 


Eventually this screen will have more options. "Continue 
your adventure" is what you will use most of the time. 
This choice allows a player to return to one of the three 
■Nw save slots that are available in the game. 


V A "Continue a I^ESESSg^^^B] 

l\ \ suspended 
\ \ \ adventure" ; 

I; \ Wmi is used 

\ \ l I to restart a quick save, There is only 
one quick save slot, and it can be easily 
k overwritten by another player's quicksave. As 
B. such, the quick save offers no permanent backup 
H for your game file, It's just a way to record your 
W progress temporarily-if your battery is low, your bus 
stop is coming up, or whatever eise might cause you to 
turn off the DS. 


BASIC MOVEMENT 


The D-pad controls your party's movement. Press left 
to move the group ieft. Push up to move them up. You 
can't sprint or increase your movement rate. 


Characters can't normally move through most obstacles, 
There are climbable stairs and ladders here and there 
and you can move on them just as easily as a normal 


“Delete an adventure log" is a rarely chosen option. This 
deletes the information in one of your three save slots, 
if you need to free up space to start a new adventure 
go ahead and do this. You get to iook at the playtimes 
before making your decision, so you can carefully 
decide which to destroy. In general, your oldest save 
would be preferable. 


The random combat system generates battles after 
you've taken a certain number of steps in hostile 
terrain. Because of this, you shouldn't wander aimlessly 
unless you're trying to trigger fights with more enemies! 


INTRODUCTION 


GAMEPLAY 






































INTERACTION WITH NPCS AND OBJECTS 


Your characters interact with a variety of people and objects throughout the story. This 
is all handled in a similar manner. When you want to open a chest, talk to a person, 
or attack an enemy boss, approach the target in question and press © to start the 
interaction. 


If the target is a person, your hero immediately starts talking to them. If the target is an 
object, your hero does whatever is appropriate, Tor bookshelves, that means reading 
anything interesting on the shelf. For breakable objects, this involves destroying the pot 
or barrel and seeing if anything is inside. For chests, it means opening the chest and 
looting whatever you find. 






ted 'Warrior Cat T*e: 
from the stetf and 


Bookshelves don't have loot in Dragon Quest VI r but they do have dreamscapes, a multiplayer addition to the game for the : : 
version. Keep your eyes open, especially if you played the Japanese version of the game from the Super Famicom days. These 
items are easily missed if you think you know where everything is located. 




Many of the buttons on the D5 aren't needed in most of your Dragon Quest travels. When navigating through menus, \c. 
only need the D-pad, © and 0, The D-pad positions the cursor over the various options on the screen. When you've four: 
it is you want to do, press ©. If you want to back up to a previous menu 
and select something else, press 0 to do so. 


When exploring, © lets your hero talk to other members of the party. They often 
have flavor text that is contingent on the surrounding area. Use the 
shoulder buttons on the DS to rotate the camera, letting 
you see the sides or back of the place you 're exploring. 

Sometimes this lets you find entrances, treasure or 
people that are hard to spot. 


You don't have to talk to everyone in the game just to get by. In fact, most of the f :r 
advances when you talk to leaders of each region or to other important non-pis}e 
characters (fiPCs). The other townsfolk you meet are often there to provide flavor 5 -: 
backstoiy to the world. If you like to tear through games quickly, just go forward a : 
talk to the people that are indicated in the walkthrough of this guide. If you'd prefer 
take your time and have more fun exploring, go ahead and talk to everyone you me. 
neither method has any particular in-game benefits. Unlike Dragon Quest IX, quests 7 
in Lhis manner. 
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Game Options 


mmmmimmmnmnmnmiininmmiz 


fmmmm 


There are several menus and sub-menus that 
you can bring up while exploring. These options are 
described in the following sections. 

PARTY MENU 

The © button brings up the party menu at almost any 
time outside of combat. There are many options shown 

here and all 
of them are 
Important at one 
time or another. 


This is how your character interacts with either their 
party members or an nPC that is standing nearby. 
Fressing O does the same thing with PiFCs and © 
does the same thing with your party, ft's just a matter 
of personal preference as to how you trigger these 
conversations. 

Use this to access field abilities from your characters. 

All of their non-combat functions are found in this way, 
including Zoom (for travel}, healing spells, and support 

abilities to help 
avoid monsters, 
trigger fights, 
locate treasure, 
and so on. 


While scanning 
a character's 
■si of field abilities, look at the lower side of the 
screen. The game lists the MF cost of each ability that 
. cm highlight, and it also shows how much total MF 
:nat character has. Doing this lets you know how many 
Urnes that person can cast a spell before exhausting 
:nemseives. 


V ^ 


SUMS 

This selection opens a 
submenu. You can then 
select a character 
or your group's 
bag. Move around 
character's 
equipment, healing 
items, and other 
goodies to make sure 
that your party members 

always have the things they need. Be certain to put 
non-essential items, like keys and spare equipment, in 
your bag. 

Selecting a 
character and 
then one of their 
items allows 
you to Peep 

__ and learn more 

in question, 

^ fairly useful for 

figuring out if 

items have any 

' special powers. 

Make sure that every character has access to the tools 
they need in battle. The bag can only be used outside of 
combat, and characters may need medicine, herbs, or 
other useful items on their person before a fight starts. 









































r 




Strength 

ftusiltenct 

Misdcra 

Styte 

Attack 

Defence 


Chonjt whose vocation? 


Look across your characters and inside 
the bag. Highlight an item to use or trade 
it. There is also an option called "Organise 
Items." This takes all of the spare objects 
on each character and throws them into 
the bag. This can be done individually or 
for the entire group. It's quite convenient. 

EXAMSNE 

This command tells your party to search 
the spot where they're currently standing. 
It's not used often because pressing © 
when there isn't a target for interaction 
accomplishes the same goal and it can be 
done much faster. 


HEAL AIL 

"Heal All" gives you a fast way to command 
your group healers to top off ail members 
of the party. They'll try to be somewhat 
efficient but realize that a human player 
is often far better at judging who needs 
healing in your party and who doesn't. This 
is an offer of convenience, but you end up 
using MP faster than you would otherwise. 


The attributes screen gives you the choice 
to see your characters in greater detail or 
to get a summary of the party's condition 
by highlighting the wagon (once you get it}. 
Highlight the individual you're interested 
in and then press © several times to cycle 
through the screens that list their stats, 
abilities, and equipment. 


The last party menu option is "Misc" (for 
miscellaneous}. This option gives you 
even more tools to use when you 
select it. The descriptions of these 
menu items are listed in the 
m sections that follow. 


EQUIP 

Select this option and then choose a 
character to look at. You see a view of 
that character's stats (on the top screen) 
and then a list of their equipment (on the 
lower screen). The game slides through 
each possible slot of equipment and lets 
you decide what to put on. 

LINE-UP 

This command changes the order of 
members in the party. When you have 
four or fewer characters it won't make 
a huge difference. It just dictates which 
characters come up first in the combat 
rotation. However, this makes a huge 
difference when you're running around 
with five to eight characters. 



2 Carver 

U- 59 

Ui 53 

3: Terry 

4 flstiiynft 

b:: 57 

Lr.: 53 


The characters in slots five through y\ 
are not considered to be part of the 
combat party. They can use field ab: i 
outside of combat, but they won t c-; - : * 
actions during a combat round. Line-.: 
lets you decide who's going to get ir.:: : 
slashing and mayhem. 

If you get to take your wagon into a 
dungeon, you can use Line Up betv, e e - 
fights (or even change your party dur.': 
the middle of a fight). However, mar. 
earlier dungeons force you to decide : _ 
the Line-Up before going into the di : 
and won't let you alter it unless you 5 : 
outside for a moment. 

TACTICS 


The Tactics screen lets you alter AI tac: 
for times when those characters are se; 
to fight automatically. Normally, you w 
probably want to leave all characters : 
"Follow Orders" so that they won't do 
anything without your express permiss : - 

if you prefer to just tap © and let the p:-- 
fight for you, well, that's probably oka;. 
You won't fight as well and you might r :c 
have as much fun, but it's an option, 

ORGANISE ITEMS 

Use this command to put individual 
characters' spare items into the bag. Or, 
you can select the wagon to have ALL 
characters throw their spare goodies Into 
the bag. 





















































Search through the bag from time to time to make sure that you didn't put anything powerful in there, but it's 
definitely good to keep your characters' inventories clean. 







Travel and Exploration 








!&J Now that you Know a bit about the menus, the various aspects of traveling around the game world will be 
discussed. 

SWITCHING WORLDS 

Wells and holes in the earth (or stairs into the sky) are signs that you might 
be able to switch between worlds in the game. Interact with these areas or 
walk into them as appropriate. If the screen shimmers, it is a clear sign that 
you've switched into another world. When outside, look at the world map to 
see if it has changed as well! 


LOCKED DOORS 

Most doors are unlocked in this game, but there are three types of locked 
structures that you won't be able to bypass unless you get the three keys. 
The three key types in the game are as follows: a thief's key, a magical key, 
and the ultimate key. The thief's key is used to open large blue doors, The 
magicai key opens doors that are large and red. The ultimate key unlocks 
barred doors—the ones that look like old-fashioned prison cell doors. 


SORT BAG 

The bag's inventory can be sorted alphabetically or by function of the items. 
This is a matter of preference. If you don't periodically sort it, the bag just 
fills up in the order that the items were tossed in there. 

SETTINGS 

The game's only settings are for sound volumes and text display speed. As 
with a few other things in this section, it's a matter of preference. You may 
want to set the text speed to its fastest setting, but not everyone likes to 
have combat flit by at warp speed. 

QUICK SAVE 

As mentioned earlier, it's possible to save your game temporarily and come 
back to it later. Unlike permanent saves, this can be done anywhere on the 
world map, meaning no towns or dungeons, where you are allowed to open 
your menu, it's quite useful. 


The thief's key is used the least, but you can snag it early on with practically no work or investment. The other two 
keys are found as a matter of plot progression. You really can't miss them. 





























Note that a party that Zooms will have the 
ship Zoom with them-even if you 
left it half a continent back. Vehicles 
are convenient like that in the Dragon 
Quest world, 

FLYING DEVICES 

Several methods of flight become 
available in the later stages of the game. 
Two of these cannot cross over forests or 
hills. The final one can cross over any type 
of terrain, making it the fastest way to get 
almost anywhere in the world. 


THE ZOOM SPELL AND 
CHIMAERA WINGS 

Your hero and some of the other 
characters can use a spell called Zoom, 
This spell lets your party transport 
themselves from any outdoor area to 
a variety of towns that your group has 
previously visited. As soon as you enter 
most towns for the first time they become 
available as a Zoom destination. Use this 
spell regularly to cut down on travel times. 


Chimaera wings serve a similar purpose 
and they are store-bought items that 
are rather inexpensive. Always have at 
least one of these In a bag to use for 
emergencies, in case your characters 
with Zoom are dead or have completely 
exhausted their supply of MP, 

ships 


The sea is initially a barrier against any 
travel. YouII have to charter a vessel to 
cross even the simplest of waterways. 
Eventually you come into possession of 
a naval vessel of your ou r n. When that 
happens, direct the ship as you would 
your party on the ground. The control 
pad sends it left or right, up or dow r n and 
around the seas. Approach the shoreline 
of any continent to disembark. 


Only the main hero can Zoom between 
worlds, and only to Alltrades Abbey. Your 
hero has to move the party between 
realms to be able to Zoom to the proper 
destinations for the world in question. 

This becomes much more obvious once 
you play the game. However, certain small 
areas are not added to the Zoom list. 










CHURCH SERVICES 


CONFESSION 


SAVES YOUR GAME TO ONE OF THE 


THREE LONG-TERM SAVE SLOTS 


TELLS YOU HOW MUCH EXPERIENCE 
IS NEEDED BEFORE EACH CHARACTER 
GAINS A LEVEL 


RESURRECTION BRINGS A DEAD CHARACTER BACK TO 
LIFE (FOR A SUBSTANTIAL FEE) 
PURIFICATION H CURES POISON FROM A CHARACTER 


Visit these places often to ensure that you wdn'l lose your game's progress in the event of a power 
outage. The game won't end if all of your party members are Killed, so you won't have to worry about that. 
However half of the party's Gold on hand is lost during a wipeout of this sort, so saving gives you options 
in that respect too. 


RESURRECTION COSTS 


1370 


5050 


5400 


5630 


5730 


5930 


2510 


2610 


2310 


2920 


3030 


3140 


3250 


3370 


3610 


3350 


3970 


4230 


4360 


EFFECT 


mm. 


Church Services 


CHURCH SERVICES 


CONFESSION 


SAVES YOUR GAME TO ONE OF THE 


THREE LONG-TERM SAVE SLOTS 


TELLS YOU HOW MUCH EXPERIENCE 
IS NEEDED BEFORE EACH CHARACTER 
GAINS A LEVEL 


RESURRECTION BRINGS A DEAD CHARACTER BACK TO 
LIFE (FOR A SUBSTANTIAL FEE) 
PURIFICATION H CURES POISON FROM A CHARACTER 


Visit these places often to ensure that you wdn'l lose your game's progress in the event of a power 
outage. The game won't end if all of your party members are Killed, so you won't have to ferry about that. 
However half of the party's Gold on hand is lost during a wipeout of this sort, so saving gives you options 
in that respect too. 


RESURRECTION COSTS 


1370 


5050 




EFFECT 
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Churches to the goddess are found all over the world. Sometimes you can even find the priests and nuns 
that have these services in the wilderness. Most churches offer the same set of services. 


































































































































































f 




Banks 
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#: Weteorae to Rainbows End. Gold Bank. 


The best time to do this is before making a run through an extremely large dungeon. 
You might gain a level or two while exploring the place and the treasure could be useful 
as well. Dying at the end of that would be rough because you'd have to make the tough 
choice of either reloading and giving up the experience and loot you worked so hard to 




ick 

B-. 

Banks Lake your money The ones in Dragon Quest Vf won't offer interest or 
any in, estment opportunities, but they won't go under either, so you can trust that what 
you put in to them will always be there when you need it. Store money in the bank's 
\ auks so that it won't be lost if your party is killed during a battle. 




gain or losing half of your money! 

If you put money in the vault, you won't have to make those hard choices. You can die, 
keep your experience, keep your loot and only sacrifice half of the money you'd earned 
inside the dungeon. That's probably not going to be a huge amount and it is certainly 
better than the alternative. 




Combat 
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y Combat plays a major part in all Dragon Quest games. Your characters gain 
experience in battle, and this causes them to gain levels over time. Levels raise your 
characters' attributes, including their hit points (HP) and magic points (HP). In general, 
the more levels you gain, the easier each area is to complete. 

To trigger a fight, walk around in a dungeon or wilderness area. You won't see 
the monsters ahead of time, but eventually a fight begins and you get to see the 
creatures that approach your group. A new menu appears when this happens. Before 
each round, this menu asks what you want to do: fight, change your party's line-up, 
alter At tactics, or flee, 

FIGHT 

This is the most common command that you'll select from the list. It effectively 
says Td like to give commands to my party members and start the combat 
round/ The game then cycles through each character in your combat party and 
lets you give them specific commands. Any of the members that are 
dead, disabled, or under A1 control will be skipped over. 







































Attack tells a specific character to engage the foes with 
their basic melee attack, frontline warrior types do 

damage fairly 
well this way 
and it never 
costs MR 
However, there 
are often more 
effective magic 
abilities that are 
learned by all of the characters. Once you know what to 
expect in a fight, it's usually better to choose something 
more exotic. 


Magic opens the list of combative spells and abilities 
that a character has learned. Some of these options cost 
MR but others 
do not and can 
be used every 
combat round 
with impunity. 

Often, special 
melee attacks 
or monstrous 

abilities are free. Healing, certain damage abilities, and 
magical augmentation spells typically cost more MR 



E&g*il4£ all in a torg* wtosifin. 
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Characters that are carrying usable items in their 
inventory can use them at this time. You cannot have 
: ne character use another person's items. Thus, 

\ou want to spread healing items around so that 

responsibility 
for keeping 
your group 
healthy doesn't 
fall entirely on 
one character's 
shoulders. 


Some pieces of equipment act as tools with combative 
uses. You might be able to heal free of charge, launch 
an attack, or help a party member do damage. Always 
experiment with items to see how r effective they are in a 
real fight. 



Defend commands a character to protect themselves, 
halving incoming damage but giving up their action for 
the remainder 
of the turn. This 
is only useful if 
you know that a 
major strike is 
inbound from 
the enemies 


or that a given 
character is in desperate trouble and you 
time for other characters to 
member. 


PARTY 


If you have more than four characters in your current 
group, this option Jets you shift around the active battle 
party for the current round. Imagine if you have four 
tough characters that are good at killing monsters. 

Then,say 


that you had 
two healers in 
addition to that. 
If all of these 
characters are 
at full health, 
why would you 



1- Hero- 

2: Lraste 

U: 5? 

Lv; Gl 

£ C*mr 

*: 

Lt.: 57 





want the healers in the mix? You wouldn't. It would be 
more effective to have all four heavy hitters trashing 
targets and finishing the battle at maximum speed. This 
reduces the burden of healing because the enemies die 
quickly. 





EEHTRODUCnon 


GAMEPLAY 


























































Once you can shift your party in this way, it becomes quite 
enjoyable to cycle through damage dealers, spelt users, and 
healers in [he most effective way possible. Don't be afraid to 
spend a few seconds customizing your party for any given battle. 
Good planning often pays for itself! 


TACTICS 

Tactics lets you set A1 options for each character. You may want 
to ignore this entirely. It's much more fun to play the game 
yourself, but you can automate some of the decision making if 
you choose. 


FLEE 





Gaining experience is a critical part of improving your characters. If you played Dragon Quest IX recently, you might think 
that you can go through the leveling process several times, but that isn't the way it works in this game. 

Instead, your characters level a single time (from their starting point up to level 99). Even 
though characters can switch vocations, they won't have their experience or levels reset. 
Instead, they just learn new abilities as they progress. 

This part of the chapter covers some of the strategy behind leveling. 

FINDING THE BEST SPOTS 


The best leveling in the game is always based around metal slimes and their family 
members: metal slimes, liquid metal slimes, and King metal slimes. These creatures 
to kill, but their experience yield is usually ten or more times higher than what you'd get from entire fights in 
the surrounding areas. Getting lucky with metal slime kills can shave off major chunks of time from your 
leveling runs* 


Late in the game you will have more than eight characters to 
choose from, At this time the extras can be sent to Fatty's Party 

Planning Place. If 
a character joins 
your party when you 
have eight in your 
party /wagon, he/ 
she is sent directly 
to Fatty. 


Patty can be found in the Alltrades Abbey and several towns. Talk 
to Fatty to leave a current party member, add a party member 
who is staying with Patty, or to check who is available for pick 
up. Remember, characters staying with Patty will not accumulate 
experience from your fights. 


Flee commands the party to run away from the current 
encounter. If you succeed, the monsters don't get any attacks 
that round; your group goes back to the main map and you're 
free to go. However, if your group fails to run, the enemy will 
block the way and get to make a free round of attacks. That's a 
bad thing, especially if you're running out of fear! 


Think carefully before running, if your group is doomed unless 
you escape, go ahead and run. if you're not Interested in the 
fight and just want 
to hurry through, go 
ahead as well. When 
a fight is dangerous 
but might be 
winnable, you may 
be better off just 
fighting through it. 

























Always look 
for dungeons 
that have 
these elusive 
creatures! 





sure 


You might think that only your characters that participate 
in combat will gain experience, but this simply isn't 
true. Anyone In your wagon benefits from full combat 
experience. Thus, you can level up to eight characters 
simultaneously. Figure out a group that gives you everything 
you need. Any slots beyond that can go toward characters 
that you'd like to use in the future or for individuals who are 
leveling vocations that you want to have mastered. 


If a character doesn't have an ability along those 
lines, look into multi-hit abilities or attacks that target 
metal, such as Metal Slash. Magic is almost entirely 
worthless, so don't bother trying to kill the enemies 
with combative spells. 

EIGHT PARTY SLOTS 


that your party always has good abilities for 
Killing metaj slimes and their ilk. An easy ability to grab 
is Hatchet Man at the end of the warrior line. Warriors 
are quick to master and Hatchet Man is almost a free 
kill of a metal target as long as it hits. If you have a full 
group of characters that can use Hatchet Man, you're 

likely to kill at 
least one metal 
target a round. 
That's good, 
because these 
monsters love 
to flee. 


MORT AMOR'S DREAD LAIR 






So, if you have four damage dealers and two healers, 
this would leave two slots for any other vocation that 
you like. Make sure to spread out the vocations that 
are taken by your party, especially in these spare slots. 
That way, you 
can have a wide 
range of abilities 

needed. 


All eight party 
members gain 
experience 
and vocation 
advancement 
equally. You 
won't need to 
rotate anyone 
into more active 
service. You could even have a backup healer that only 
does healing outside of battle. Actually, it is a good 
party building tactic to do this, it's a great way to save 
MP on your primary healer. 


VOCATION LEVELING 


The vocation system doesn't unlock until you reach 
the second major portion of the game. However, it's 
still an integral part of your party's advancement. 
Characters can learn any first-tier vocation without 
training, but there are seven hybrid vocations and two 
restricted vocations that aren't available until you've 
accomplished certain goals. 



This is talked about at length later in the Vocations 
chapter of this guide. For now, you just need to know 
that character customization is dependant on vocations, 
that they're learned at a place called Ailtrades Abbey 
and that they are advanced by winning fights. This is 
not experience based. Rather, each vocation that is 
being learned 
advances by 
one point for 
each combat 
that is won by 
the party. 













































The fastest way to raise a vocation is to go to a place where your party can win fights 
quickly while still getting decent experience, if you fight enemies that are too weak for 
your characters it won't award any vocational advancement. Also, it wastes your time. 
Why not farm Gold, experience, and vocational advancement all at the same time? 

Usually, dungeons that you've beaten previously in the story are the best places for 
training. You get the best of all worlds, including fast lights and reasonable rewards. 



Party Dynamics 




Vr; You aren't locked into a set party for the majority of this game. Sure, at first you 
are playing your hero. Then you get more characters, but you are still under the combative 
parly maximum. Until you have more than four characters, you won't need to worry about 
your party dynamics that much. Just have all of your party members fight as well as they can. : 

But as the game gives you more and more options, you face interesting strategic 
decisions and develop tactics for specific fights. Let's think strategically for a moment 
and see what can be done to develop the best possible party. 

HOW TO MAKE A VERSATILE PARTY 

The first step in finding the best party combination is to learn what vocations and 
abilities do. Think about your needs for a second. A party needs to have damage 
output and survivability. That's the core of any group. You can survive damage by 
healing through it or mitigating the blows as they come in. Priests and sages are 
terrific healers. Warriors, paladins, and other high-survivability vocations are better 
for mitigation. 

Try to craft a party that can go toward 
two different extremes. Have a 
four-person group that can deliver 
as much damage as possible. Then, 
have combinations of groups 
that can survive almost any 
experience, Once you have both 
types, you can do anything in the 

game, For wandering encounters, stick to your damage configuration 
and get the easy kills. For bosses, mix in more and more survivability 
as needed to ensure that you don't lose the fight—even if it takes 
30 turns to win. 
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Because melee characters don't need their MP as often, 
it's useful to give them a few ranKs in vocations with 


active spells. This raises versatility by a fair margin. Tor 
instance, a heavy melee character with the Oomph or 
Buff abilities can improve their combat effectiveness 
without forcing a caster to Lake time assisting them. Or, 
you can give characters enough time to learn healing 
spells, thus enabling them to strike with impunity on 
good turns but assist in restoring the party when bosses 



get a lucky shot 
or cast an area 
of-effect spell. 


CUSTOMIZING A PARTY FOR 
A SPECIFIC ENCOUNTER 

the boss fights in Dragon Quest VI 
so you won't need to set up a 
these fights. However, there are 
at least three bosses that break the mold. 
When you're faced with something that 
tough, it's wise to step back and see what 
is required in that battle. 


Are your magic points running out? if so, 
see if magic water or prayer rings can 
be used to augment your key spell 
MP. 


Are you doing too little damage with each hit? Have 
you fried switching more characters into combative 
vocations, such as warriors or gladiators? 



Are you using 
abilities like 
Kasap or 
Oomph to 
change the 
amount of 


enemy doing so much damage, so quickly that 
your healers can't keep up? 


Find out what the problem is and organize your party 
differently to counter the issue. You always have the 
option to spend an extra hour leveling your characters, 
but that's the simple way out. It can be more rewarding 
to beat fights at lower levels-when you know that the 
best strategies are essential for your survival 


RECOMMENDED PARTY CONflGURATIONS 





POWER 

LEVELING 

GLADIATOR, 
GLADIATOR, 
GLADIATOR, DRAGON 

SAGE, SAGE, ANYTHING, 
ANYTHING 

STANDARD 
BOSS FIGHT 

GLADIATOR, 
GLADIATOR, PALADIN, 
SAGE 

SAGE, BACKUP MELEE 
FIGHTER, ANYTHING, 
ANYTHING 

INTENSE BOSS 
FIGHT 

GLADIATOR, PALADIN, 
SAGE, SAGE 

BACKUP MELEE FIGHTER, 
BACKUP MELEE FIGHTER, 
ANYTHING, ANYTHING 


There are 
certainly many 
more viable 
combinations 
than what is 
listed here, but 
you can see how 
taking the same 



vocations of characters and deploying them differently 
can suit the situation at hand. 



























The Hunt for Treasure 



Making money and finding the best equipment is a good way to advance your characters and it's also a pile of fun \ What 
wco.c ac\enuring be without getting the coolest loot? Here's how to do it. 



Hero examines the treasure chest. 


MAKING MONEY 


The first step toward power is to acquire money. Having cash on hand lets you stock 
up on tools for healing and restoration. You also spend a small amount of money at 
most inns to restore your HP and MR These costs are so trivial that your party can often 
account for them with just a few fights outside of any given town. 


The next step is to start building a supply of cash for upgraded weapons and armour. 
Even though the best of these are found in dungeons, or at the end of various quests, 
you still spend most of the game using a high percentage of store-bought gear. 


Sometimes there are enemies in any area that drop a huge amount of Gold. There aren't 
any gold golems in this game, sadly, but there are still goody bags in a couple of areas 
that you can certainly farm. 


However, most of the time in Dragon Quest VI the money comes in based on the volume 
of combat you're completing. East fights are the best, but going for maximum experience 
and high-end monsters isn't necessarily the way to bring in the most cash. 


Instead, like vocational training, you can often do better by hitting an area a little bit 
under your character's levels. That way they win fights in only a round or two and can get 
into another fight as quickly as possible. 


Having someone with gadabout abilities is another advantage here. Gadabouts learn 
Whistle, an ability that instantly spawns a random encounter from your current area. 
Because you won't waste time looking for fights, your experience rate and Gold accrual 
both rise substantially. Whistle doesn't cost any MF so you can use it as much as you 
want before returning to town with your treasure, it may also benefit you to sw itch al! 
active players to the merchant vocation as extra gold is found at the end of each battle 
by every merchant. 



























SEARCHING FOR GOOD ITEMS 

Dungeons have mini medals and other types of higher-end ioot. Always 
look at the maps provided for these areas to ensure that you don't miss 
anything good. This is true of many towns as well. They have items in 
pots, barrels, and chests. Take everything that isn't nailed down and 
never feel guilty about it. You're off trying to save the world, after all. 



MINI MEDALS 

in case you're wondering what mini medals are for, they're a long-term 
collecting quest in this game. You want to grab 100 of them eventually, 
and they are given to the lord of Medford's Manor for multiple prizes. 
Most of the prizes are given out every 10 medals that you bring in. Some 
of these are for fun, but the majority of prizes are devastatingiy useful, 
beep up with your medal hunting to stay a step above the competition. 



GAMBLING 

There are three gambling casinos in the game, each with their own 
set of prizes. You have to save and load frequently to beat these in a 
reasonable amount of time, and luck certainly plays a huge factor in 
the process. However, you can get some awesome toys fairly early in 
the game by pressing your luck and winning big. 



MONSTER-DROPPED TREASURE 

Very' few monsters in Dragon Quest VI drop their own items. Most of 
these are set encounters that can't be repeated to farm for extra pieces 
of equipment. This is a departure from some of the other Dragon Quest 
titles, so it's worth mentioning. 
























Where Are We? 


The world of Zemthio has been the home of a few Dragon Quest games. If you've played the original 
or the remade versions of Dragon -Quest IV and Dragon Quest V^then you might be familiar with 
some of the game's backstory. Even if you aren't, it won't be a problem. The characters and plot are 
independent; with only peripheral references to the other games, so you won't be lost. 

do need to know is that a powerful evil has swept over the world of Zenithta, controlling the 
citizens' lives and dreams. Your hero is driven to stop this and you eventually gather a sizable Force of 
like-minded individuals and creatures to assist in the struggle. 

players through all of the regions and battles in the story, but we have 
not to spoil anything. 

There are 16 playable characters in this story. Your hero is one of them. As the player, 
you get to name the hero and develop their vocation eventually, but the graphic 
representation of your hero has been predetermined. You begin the game playing a 
young man with considerable weapon skill and some innate magic potential. 

Each character reference in this chapter goes over the character's basic description, the 
abilities they learn, their attributes and what equipment they'll be capable of using. If someone 
character (i.e. one that can be missed), it is spelled out for you. 


THE HERO 


The hero is a good melee character 
that also learns some minor healing 
spells. Because of the vocation 
system, you can eventually switch 
into various disciplines and learn 
other abilities. Your hero isn't bad at 
anything. With a mix of fairly strong attributes, he 
doesn't have any particular weaknesses that you 
need to address. 






































SCALE ARMOUR 


ARMOUR Of OR GO 


ARMOUR 


DEFENCE 


STYLE 


LEATHER SHIELD 

4 

2 

SCALE SHIELD 

7 

4 

BRONZE SHIELD 

11 

7 

IRON SHIELD 

16 

12 

MAGIC SHIELD 

20 

21-38 

PLATINUM SHIELD 

25 

40 

DRAGON SHIELD 

30 

25-47 

TEMPEST SHIELD 

35 

18-44 

FLAME SHIELD 

40 

22-45 

POWER SHIELD 

45 

33 

SILVER SHIELD 

55 

38 

SHIELD OF MAX WYNNE 

60 

8-42 

RUINOUS SHIELD 

62 

5 

METAL KING SHIELD 

70 

40 

SHIELD Of VALOR A 

65 

35 


ANTIQUE RING 

DEFENCE +2 

-20 

GOLD RING 

DEFENCE +5 

5 

AGILITY RING 

AGILITY +30 

18 

PRAYER RING 

DEFENCE +5 

22 

GOSPEL RING 

DEFENCE +15 

30 

GOLD BRACER 

DEFENCE +15 

20 

KERPLUNK BRACER 

DEFENCE +10 

25 

KAMIKAZEE BRACER 

- 

10 

METEORITE BRACER 

AGILITY X2 

15 

RESTLESS HEART 

DEFENCE+15 

0 

ORB OF TRUTH 

DEFENCE+10 

30 

TURNSCOTEPENDANT 

- 

45 

OLD PIPE 

- 

15 

TRAILBLAZING BANDANA 

DEFENCE +5 

28 

BOW TIE 

DEFENCE +2 

33 

SLIME EARRINGS 

ATTACK +5 

35 

RAGING RUBY 

ATTACK +20 

18 


oaken club 


BOOMERANG 


SICKLE 


SWORD 


FIRE BLADE 


DRAGONSBANl 


RUSTY SWORD 


SPEAR 


Of RESURRECTION 


5 

9 

16 

_ 23_ 

45 

2 8 

32-60 

5-62 

_ 33-36 

40-65 

35-55 

38-51 

38 

40 

12 

32-52-70 

1 

- 1 . 0 - 40 _ 

5 

19 

25-52 

15 

13 

30 

38 


| WAYFARERS CLOTHES 


SACRED ARMOUR 


17-66 


DRAGON ROBE 


-100 


100 


105 


130 


130-135-145 


CHAIN MAIL 


SILVER MA L 


PLATINUM MAIL 
FLAME ARMOUR 


27-42 


“50 


40-70 

“30-43 


38-61 

35 


37-72 


51 

33-55 


ATTRIBUTE PROGRESSION 


INNATE SPELLS AND ABILITIES 


ATTRIBUTE 




LEVEL 99 

HP 

28 

160 

326 

800 

MP 

0 

65 

151 

700 

STRENGTH 

11 

65 

123 

350 

AGILITY 

6 

62 

96 

200 

RESILIENCE 

3 

25 

55 

210 

WISDOM 

5 

52 

89 

330 

STYLE 

5 

24 

36 

100 


WNhS iiSI® 




HEAL 

LEVEL 4 

PEEP 

LEVEL 6 

SAP 

LEVEL 7 

ZOOM 

LEVEL 8 

ZAP 

PRINCE OF SOMNIA EVENT 


USABLE EQUIPMENT 
























































































































































WHEN LEARNED 


SPEU/ABIUTY 


CARVER 


Carver is a hulking bear of a fellow. He comes from a 
carpenter's family and he looks like he could 
build a house or two without 
breaking a sweat. He'll never 
make a great spellcaster, but 
his melee prow r ess is almost 
unrivaled. Expect to see 
high damage output from 
this awesome chap. 


ATTRIBUTE PROGRESSION 


ATTRIBUTE 

LEVEL IS 

LEVEL 20 

LEVEL 40 

LEVEL 991 


42 

175 

383 

900 

NIP 

0 

56 

87 

400 

STRENGTH 

20 

S3 

150 

400 

AGILITY 

5 

55 

88 

180 

RESILIENCE 

12 

48 

66 

220 

WISDOM 

4 

28 

51 

180 

STYLE 

4 

20 

28 

80 


INNATE SPELLS AND ABILITIES 


FLYING KNEE 

LEVEL 5 

DOUBLE UP 

LEVEL 14 

FORBEARANCE 

LEVEL 18 

KNUCKLE SANDWICH 

CARPENTER'S SON EVENT 

















































USABLE EQUIPMENT 


CYPRESS STICK 


COPPER SWORD 


STEEL BROADSWORD 


ICICLE DIRK 


MASSACRE SWORD 


MIRACLE SWORD 


METAL KING SWOftD 


BAMBOO SPEAR 


GRACOS'S TRIDENT 


CHAIN SICKLE 


MAGMA STAFF 


GREAT HELM 


1# CHARACTERS 





POT LID 

2 

“20 

LEATHER SHIELD 

4 

2 

SCALE SHIELD 

7 

4 

BRONZE SHIELD 

11 

7 

IRON SHIELD 

16 

12 

MAGIC SHIELD 

2D 

21-38 

PLATINUM SHIELD 

25 

40 

DRAGON SHIELD 

30 

25-47 

TEMPEST SHIELD 

35 

18-44 

FLAME SHIELD 

40 

22-45 

POWER SHIELD 

45 

33 

OGRE SHIELD 

48-65 

-10-50 

SILVER SHIELD 

55 

38 

SHIELD OF MAX WYNNE 

60 

8-42 

RUINOUS SHIELD 

62 

5 

METAL KING SHIELD 

70 

40 


r S8S ACCESSORY 

attributes 

STYLE 

Ml AGILITY RING 

AGILITY +30 

18 

GOSPEL RING 

DEFENCE+15 

30 

M GOLD BRACER 

DEFENCE+15 

20 

gSl KERPLUNK BRACER 

DEFENCE+10 

25 

m?M KAMIKAZE! BRACER 

- 

10 

METEORITE BRACER 

AGILITY X2 

15 

KfJ RESTLESS HEART 

DEFENCE+15 

9 

SsfloftB OF TRUTH 

DEFENCE+10 

30 

EjTURNSCOTt PENDANT 

- 

45 

Hold pipe 

- 

15 

IHtRAILBLAZING BANDANA 

DEFENCE +S 

28 

[bow TIE 

DEFENCE +2 

33 

HI RAGING RUBY 

ATTACK +20 

18 




PLAIN CLOTHES 

4 

2 

WAYFARER'S CLOTHES 

7 

6 

SILK TUXEDO 

10 

40 

LEATHER ARMOUR 

11 

15 

LEATHER KILT 

12 

*20 

BOXER SHORTS 

15 

-100 

SCALE ARMOUR 

15 

9 

FUR CAPE 

18 

18 

CHAIN MAIL 

19 

23 

BRONZE ARMOUR 

2T 

12 

IRON CUIRASS 

23 

4 

IRON ARMOUR 

25 

19 

FULL PLATE ARMOUR 

30 

27-42 

SILVER CUIRASS 

36 

30 

SILVER MAIL 

43 

40-70 

HEAVY ARMOUR 

50 

-30-43 

MAGIC ARMOUR 

50 

38-61 

SPIKED ARMOUR 

55 

15 

dragon mail 

60 

37-72 

PLATINUM MAIL 

66 

51 

FLAME ARMOUR 

70 

33-55 

SACRED ARMOUR 

75 

55 

HELA'S ARMOUR 

85 

12 

ARMOUR OF MAX WYNNE 

90 

17-66 

GIGANT ARMOUR 

92 

15-77 

METAL KING ARMOUR 

115 

45 

































































































































ATTRIBUTE PROGRESSION 


ATTRIBUTE 


LEVEL 5 LEVEL ZO LEVEL 40 LEVEL 99 


130 


270 


700 


156 


BOO 


STRENGTH 


300 


agility 


123 


450 


RESILIENCE 


200 


frilly isn't as strong physically as the hero or 
Carver, but she's a superior spellcaster who can 
focus on either combative magic or healing with 
She can't take as much punishment 
but she's tougher than many of the 
similar niche. 


WISDOM 


110 


410 


STYLE 


130 


INNATE SPELLS AND ABILITIES 


SPELL/ABIUTY 

WHEN LEARNED 

RUFF 

already known 

HEAL 

ALREADY KNOWN 

SQUELCH 

ALREADY KNOWN 

dazzle 

LEVEL 6 

EVAC 

LEVEL 7 

CRACK 

LEVEL 9 

SNOOZE 

LEVEL 11 

MIDHEAL 

LEVEL 13 „ 

BANG 

LEVEL 15 

KABUFF 

LEVEL IS 
























































ARMOUR WEAPONS 


I 



USABLE EQUIPMENT 




CYPRESS STICK 


CAUTERY SWORD 


PLATINUM SWORD 


BRONZE KNIFE 


POISON MOTH KNIFE 


IRON STAFF 


STAFF OF DIVINE WRATH 


STAFF OF RESURRECTION 


SOLAR FAN 


POISON NEEDLE 


STOKY 


CHARACTERS 


,r I I 

PLAIN CLOTHES 

4 

2 

WAYFARER'S CLOTHES 

7 

6 

SILK ROBE 

13 

28 

LEATHER DRESS 

17 

15 

BUNNY SUIT 

17 

38 

FUR CAPE 

78 

18 

DANCER'S COSTUME 

20 

25 

ROBUST LINGERIE 

23 

100 

IRON CUIRASS 

23 

4 

CLOAK OF EVASION 

28 

11 

SILVER CUIRASS 

36 

30 

LEGERDEMANTLE 

37 

70 

GLQMBOLERO 

40 

“SO 

MAGICAL SKIRT 

45 

35 

SHIMMERING DRESS 

55 

61 

ENCHANTED ARMOUR 

55 

35 

FLOWING DRESS 

65 

42 

SACRED ARMOUR 

75 

55 

PRINCESS'S ROBE 

85 

72 

ANGEL LEOTARD 

95 

88 

DRAGON ROBE 

95 

60 



UMiiiUilijiuii 


ANTIQUE RING 

DEFENCE +2 

-20 

GOLD RING 

DEFENCE +5 

5 

agility RING 

AGILITY +30 

18 

PRAYER RING 

DEFENCE +5 

22 

GOSPEL RING 

DEFENCE +15 

30 

GOLD BRACER 

DEFENCE+15 

20 

KERPLUNK BRACER 

DEFENCE +10 

25 

KAMIKAZEE BRACER 

- 

10 

METEORITE BRACER 

AGILITY X2 

15 

restless HEART 

DEFENCE +15 

9 

LUCIDA SHARD 

- 

10 

ORB OF TRUTH 

DEFENCE +10 

30 

TURNSCOTE PENDANT 

- 

45 

FISHNET STOCKINGS 

DEFENCE +5 

40 

TRAILS LAZING BANDANA 

DEFENCE +5 

28 

GLASS SUPPERS 

AGILITY -20 

45 

SLIME EARRINGS 

ATTACK +5 

35 

RAGING RUBY 

ATTACK +20 

18 

PINK PEARL 

. : 

40 




r 

LEATHER HAT 

2 

2 

HAIR BAND 

7 

10 

FUR HOOD 

71 

13 

SILVER TIARA 

14 

25 

BUNNY EARS 

20 

15 

DUPLIC HAT 

25 

2 

HERMES' HAT 

28 

3 

HAPPY HAT 

35 

-17 

GOLDEN TIARA 

45 

50 



[ _ 


SBiM 

• - \ 

! POT LID 

2 

“20 


SILVER PLATTER 

18 

23 


SILVER SHIELD 

55 

38 


METAL KING SHIELD 

70 

40 





















































































































ATTRIBUTE PROGRESSION 


Carver 


Hefi Guess Dte little ghesS lady* irivitin' herself 
dong, aye, Her.}? You feBin' her jom the jteun? 


Ashlynn is an exemplary speileaster. She is even more skilled in pure magic than MUly. 
She gains a wealth of MP and eventually learns a spell that deals more burst damage 
than anything else in the game. Only her lack of survivability keeps her from being a 
perfect addition in party configurations. Even noting that it is a good idea to increase 
her levels and keep her close by. 

In addition, Ashlynn is the highest style character in the game, making her the 
number one entry for the Best-Dressed Contest. Finishing off the luminary 
vocation later in the game with her is wise, as this boosts her style further while 
allowing her to conserve MP. 

Ashlynn is discovered during a run-through of a tower. 


HH ATTRIBUTE 

LEVEL? 

LEVEL 20 

LEVEL 40 

levels 

HP 

60 

110 

213 

650 

MP 

65 

130 

196 

990 

STRENGTH 

13 

37 

77 

2S0 

AGILITY 

35 

62 

99 

400 

RESILIENCE 

IS 

35 

47 

170 

WISDOM 

33 

65 

95 

420 

STYLE 

20 

30 

43 

160 


INNATE SPELLS AND ABILITIES 


L 

H 3PEU/AB1UTY 

H ■■ WHEN LEARNED 

|J DAZZLE 

ALREADY KNOWN 

■ FRIZZ 

ALREADY KNOWN 


SAP 

ALREADY KNOWN 


SNOOZE 

ALREADY KNOWN 


SIZZ 

LEVEL 6 


ZOOM 

LEVEL £ 


EVAC 

LEVEL 10 


KASAP 

LEVEL 12 


DRAIN MAGIC 

LEVEL 14 


SIZZLE 

LEVEL 16 


FUDDLE 

LEVEL 13 


MAGIC BURST 

SCION OF SORCERIA EVENT 




















































WEAPONS 




I 



USABLE EQUIPMENT 


BMiBM.iJm'liHiliiiliiliil .I l |U | mi II nil 

CYPRESS STICK 

2 

0 

PLATINUM SWORD 

60 

45 

ICICLE DIRK 

62 

31 

FALCON BLADE 

67 

32-60 

SIREN SWORD 

70 

51 

MIRACLE SWORD 

100 

38-51 

METAL KING SWORD 

130 

40 

BRONZE KNIFE 

12 

8 

POISON MOTH KNIFE 

24 

13 

DEMON SPEAR 

99 

19-61 

THORN WHIP 

18 

7 

CHAIN WHIP 

28 

18 

SPIKED STEEL WHIP 

65 

22 

WIZARDLY WHIP 

97 

45-70 

GRINGHAM WHIP 

145 

57 

COBRA CLAW 

90 

29 

Corning star 

38 

14 

STAFF OF ANTIMAGIC 

40 

18 

MAGMA STAFF 

63 

30 

WATERMAUL WAND 

74 

42 

BONE STAKE 

6 

3 

POISON NEEDLE 

1 

15 

FALCON KNIFE EARRINGS 

35 

32 



PLAIN CLOTHES 

4 

2 

WAYFARER'S CLOTHES 

7 

6 

SILK ROBE 

13 

28 

LEATHER DRESS 

17 

15 

BUNNY SUIT 

17 

38 

FUR CAPE 

18 

18 

DANCER'S COSTUME 

20 

25 

ROBUST LINGERIE 

23 

100 

IRON CUIRASS 

23 

4 

CLOAK OF EVASION 

28 

11 

SILVER CUIRASS 

36 

30 

LEGERDEMANTLE 

37 

10 

GLOMBOLERO 

40 

-50 

MAGICAL SKIRT 

45 

35 

SHIMMERING DRESS 

55 

61 

ENCHANTED ARMOUR 

55 

35 

FLOWING DRESS 

65 

42 

SACRED ARMOUR 

75 

55 

PRINCESS'S ROBE 

85 

72 

ANGEL LEOTARD 

95 

88 

DRAGON ROBE 

95 

60 




HiVimm 

LEATHER HAT 

2 

2 

HAIRBAND 

7 

10 

FUR HOOD 

11 

13 

SILVER TIARA 

14 

25 

BUNNY EARS 

20 

15 

DUPLIC HAT 

25 

2 

HERMES' HAT 

28 

8 

HAPPY HAT 

35 

-17 

GOLDEN TIARA 

45 

50 


0 m 1 ■ ■ ■Yjjjrrsan 

|- 

£||POT LID 

2 

-20 

SILVER PLATTER 

18 

23 

rjfj MAGIC SHIELD 

20 

21-38 

■ silver shield 

55 

38 


ACCESSORY 

ATTRIBUTES 

IK STYLE 

ANTIQUE RING 

DEFENCE +2 

-20 

GOLD RING 

DEFENCE +5 

5 

AGILITY RING 

AGILITY +30 

18 

PRAYER RING 

DEFENCE +5 

22 

GOSPEL RING 

DEFENCE+15 

30 

GOLD BRACER 

DEFENCE +15 

20 

KERPLUNK BRACER 

P DEFENCE+10 

25 

KAMIKAZEE BRACER 

- 

10 

METEORITE BRACER 

AGILITY X2 

15 

RESTLESS HEART 

DEFENCE +15 

9 

LUCIDA SHARD 

- 

10 

ORB OF TRUTH 

DEFENCE +10 

30 

TURNSCOTE PENDANT 

- 

45 

FISHNET STOCKINGS 

DEFENCE +5 

40 

TRAILBLAZING BANDANA 

DEFENCE +5 

28 

GLASS SLIPPERS 

AGILITY -20 

45 

SLIME EARRINGS 

ATTACK +5 

35 

RAGING RUBY 

ATTACK +20 

18 

PINK PEARL 

- 

40 


































































































































INNATE SPELLS AND ABILITIES 


NEVAIN 


He van is a religious young man who lives in the town of Ghent He believes in 
the Goddess and will act as her messenger wherever possible. He'll make a 
skilled mage or priest, but most players will use him preferentially for healing 
because it's such an intuitive path for him. 
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ATTRIBUTE PROGRESSION 


ATTRIBUTE LEVEL 10 LEVEL 20 LEVEL TO 


ftllP 


140 


301 


154 


STRENGTH 


AGILITY 


RESILIENCE 


WISDOM 


U9 


STYLE 


LEVEL 99 


750 


350 


240 


450 


350 

310 


SPELL/ABtUTY 

WHEN LEARNED 

NEAL 

already KNOWN 

MIDHEAL 

ALREADY KNOWN 

POOF 

already KNOWN 

SQUELCH 

ALREADY KNOWN 

WOOSH 

ALREADY KNOWN 

FIZZLE 

LEVEL 11 

ZING 

LEVEL 13 

SWOOSH 

LEVEL 15 

TINGLE 

LEVEL 17 

FULLHEAL 

LEVEL 19 

WHACK 

LEVEL 21 















































ARMOUR WEAPONS 


USABLE EQUIPMENT 


| 



AGILITY +30 


m STORY 


L . '.T ■ : : 


CYPRESS STICK 

2 

0 

FIRE BLADE 

87 

33 “36 

SUNDER BOLT BLADE 

95 

40-65 

MIRACLE SWORD 

100 

38-SI 

METAL KING SWORD 

130 

40 

BRONZE KNIFE 

12 

8 

POISON MOTH KNIFE 

24 

13 

BAMBOO SPEAR 

5 

1 

GRACOSS TRIDENT 

58 

-1 0-40 

DEMON SPEAR 

99 

19-61 

CHAIN WHIP 

28 

18 

MORNING STAR 

38 

14 

STAFF OF GHENT 

15 

16 

IRON STAFF 

22 

8 

LIGHTNING STAFF 

29 

24 

STAFF OF DIVINE WRATH 

35 

20 

STAFF OF ANTIMAGIC 

40 

18 

STAFF OF RESURRECTION 

66 

38 

WATERMAUL WAND 

74 

42 

POISON NEEDLE 

1 

15 


PLAIN CLOTHES 

4 

2 

WAYFARER'S CLOTHES 

7 

6 

SILK TUXEDO 

10 

40 

LEATHER ARMOUR 

1! 

15 

SILK ROBE 

13 

28 

BOXER SHORTS 

15 

"100 

SCALE ARMOUR 

15 

9 

FUR CAPE 

18 

18 

BRONZE ARMOUR 

21 

12 

NOBLE GARB 

23 

28 

IRON ARMOUR 

25 

T9 

CLOAK OF EVASION 

28 

11 

FULL PLATE ARMOUR 

30 

27-42 

TORTOISE SHELL 

33 

-15 

LEGERDEMANTLE 

37 

10 

GLGMBOLERO 

40 

-50 

MAGIC ARMOUR 

SO 

38-61 

ENCHANTED ARMOUR 

55 

35 

FLOWING DRESS 

65 

42 

SLIME ARMOUR 

70 

30 

SACRED ARMOUR 

75 

55 

DRAGON ROBE 

95 

60 

METAL KING ARMOUR 

115 

45 


GOSPEL RING 

DEFENCE+15 

30 

GOLD BRACER 

DEFENCE+15 

20 

KERPLUNK BRACER 

DEFENCE+10 

25 

KAMIKAZEE BRACER 

_ 

TO 

METEORITE BRACER 

AGILITY X2 

15 

RESTLESS HEART 

DEFENCE +15 

9 

ORB OF TRUTH 

DEFENCE +10 

30 

TURNSCOTE PENDANT 

* 

45 

OLD PIPE 

- 

15 

BOW TIE 

DEFENCE +2 

33 

RAGING RUBY 

ATTACK +20 

IS 


POINTY HAT 

3 

-2 

HARDWOOD HEADWEAR 

6 

-15 

SHELLMET 

7 

3 

DUPUC HAT 

25 

2 

HERMES' HAT 

28 

8 

HAPPY HAT 

35 

-17 

SLIME HELMET 

40 

12 

THINKING CAP 

40 

21 

HELMET OF MAX WYNNE 

55 

15-40 


|POT LID 

2 

-20 

LEATHER SHIELD 

4 

2 

SCALE SHIELD 

7 

4 

BRONZE SHIELD 

IT 

7 

MAGIC SHIELD 

20 

21-38 

SHIELD OF MAX WYNNE 

60 

8-42 

| METAL KING SHIELD 

70 

40 











































































































TERRY 


You meet Terry fairly early In the game, but you won't be able to join forces 
until somewhat later on. This swordsman and spellcaster is like the hero In 
that he tries to cover al! the bases* He can go into any vocation and do 
reasonably well His only problem is that there is always someone who 
can do a little better job in a given niche. 


Attribute:^ 


That said, Terry does one thing wonderfully; he's pretty. The Best- 
Dressed Contest sometimes requires specific types of contestants and 
Terry makes an excellent male contender* 


ATTRIBUTE PROGRESSION 


INNATE SPELLS AND ABILITIES 


SPELL/ABILITY 

HiHlIK WHEN IEARNED H1I1III 

DODGY DANCE 

ALREADY KNOWN 

DOUBLE-EDGED 

SLASH 

ALREADY KNOWN 

FALCON SLASH 

ALREADY KNOWN 

FOCUS STRENGTH 

ALREADY KNOWN 

FRENZY 

ALREADY KNOWN 

GUST SLASH 

ALREADY KNOWN 

HATCHET MAN 

ALREADY KNOWN 

HEAVE-HO 

ALREADY KNOWN 

KNUCKLE SANDWICH 

ALREADY KNOWN 

LEG SWEEP 

ALREADY KNOWN 

MERCURIAL THRUST 

ALREADY KNOWN 

MULTIFISTS 

ALREADY KNOWN 

PRESSURE POINTER 

ALREADY KNOWN 

ROUNDHOUSE KICK 

ALREADY KNOWN 

WIND SICKLES 

ALREADY KNOWN 


1 zmnwm 


1 

HP 

226 

310 

750 


MP 

66 

110 

600 


STRENGTH 

66 

116 

330 


AGILITY 

115 

ns 

250 


RESILIENCE 

59 

62 

190 


WISDOM 

63 

66 

300 


STYLE 

40 

43 

120 





































































USABLE EQUIPMENT 


DEFENCE +5 


GOSPEL RING 


DEFENCE +15 


RESTLESS HEART 


ATTRIBUTES 


• 


LEATHER HAT 

2 

2 

HARDWOOD HEADWEAR 

6 

‘IS 

IRON HELMET 

16 

15-26 

IRON MASK 

25 

-10-35 

PLATINUM HEADGEAR 

38 

42 

THINKING CAP 

40 

21 

GREAT HELM 

50 

30-47 

HELMET OF MAX WYNNE 

55 

15-40 

METAL KING HELM 

70 

38 


; SHIELD 

DEFENCE 

STYLE 

LEATHER SHIELD 

4 

2 

SCALE SHIELD 

7 

4 

BRONZE SHIELD 

1! 

7 

IRON SHIELD 

16 

12 

MAGIC SHIELD 

20 

21-38 

PLATINUM SHIELD 

25 

40 

DRAGON SHIELD 

30 

25-47 

TEMPEST SHIELD 

35 

18-44 

FLAME SHIELD 

40 

22-45 

POWER SHIELD 

45 

33 

OGRE SHIELD 

48-65 

-10-50 

SILVER SHIELD 

55 

38 

SHIELD OF MAX WYNNE 

60 

8-42 

RUINOUS SHIELD 

62 

5 

METAL KING SHIELD 

70 

40 


PLAIN CLOTHES 


2 

WAYFARER'S CLOTHES 

7 

6 

SILK TUXEDO 

10 

40 

LEATHER ARMOUR 

11 

15 

SCALE ARMOUR 

15 

9 

CHAIN MAIL 

19 

23 

BRONZE ARMOUR 

21 

12 

NOBLE GARB 

23 

28 

IRON CUIRASS 

23 

4 

IRON ARMOUR 

25 

19 

FULL PLATE ARMOUR 

30 

27-42 

SILVER CUIRASS 

36 

30 

SILVER MAIL 

43 

40-70 

HEAVY ARMOUR 

50 

-30-43 

MAGIC ARMOUR 

50 

38-61 

ENCHANTED ARMOUR 

55 

35 

SPIKED ARMOUR 

55 

15 

DRAGON MAIL 

60 

37-72 

PLATINUM MAIL 

66 

51 

FLAME ARMOUR 

70 

33-55 

SACRED ARMOUR 

75 

55 

HELA'S ARMOUR 

85 

12 

ARMOUR OF MAX WYNNE 

90 

17-66 

GIGANT ARMOUR 

92 

15-77 

MIRROR ARMOUR 

95 

50 

METAL KING ARMOUR 

115 

45 


■■KT 

.r ~~1 : 1 

OAKEN CLUB 

9 

5 

COPPER SWORD 

13 

9 

STEEL BROADSWORD 

33 

16 

CAUTERY SWORD 

42 

23 

SAW BLADE 

54 

-2-33 

PLATINUM SWORD 

60 

45 

DREAM BLADE 

65 

28 

FALCON BLADE 

67 

32-60 

SIREN SWORD 

70 

51 

ZOMBIES BANE 

80 

5-62 

FIRE BLADE 

87 

33-36 

MASSACRE SWORD 

95 

15 

SUNDERBOLT BLADE 

95 

40-65 

DRAGONSBANE 

95 

35-55 

MIRACLE SWORD 

TOO 

38-51 

BLIZZARD BLADE 

105 

38 

METAL KING SWORD 

130 

40 

BAMBOO SPEAR 

5 

1 

GRACOS'S TRIDENT 

58 

-10-40 

DEMON SPEAR 

99 

19-61 

WAR HAMMER 

64 

19-50 

HELA'S HAMMER 

115 

33 

BOOMERANG 

IS 

S 

EDGED BOOMERANG 

25 

19 

FLAMETANG BOOMERANG 

65 

25-52 

battle-axe 

49 

15 

CHAIN SICKLE 

27 

13 

FLAIL OF DESTRUCTION 

125 

26-68 

WATERMAUL WAND 

74 

42 

ORICHALCUM FANGS 

135 

37 

GREAT BOW 

IIP 

25-65 

POISON NEEDLE 

1 

15 













































































































































■i AMOS (OPTIONAL) 


ATTRIBUTE PROGRESSION 


ATTRIBUTE 

LEVEL 15 

LEVEL 20 i# 

LEVEL 40 

LEVEL 99 

HP 

150 

ISO 

350 

800 

MR 

37 

63 

87 

500 

STRENGTH 

70 

73 

136 

380 

AGILITY 

66 

72 

95 

190 

RESILIENCE 

68 

75 

99 

250 

WISDOM 

60 

63 

79 

260 

STYLE 

24 

25 

32 

80 


INNATE SPELLS AND ABILITIES 


SPELL/ABILITY 

WHEN LEARNED 

HEAL 

ALREADY KNOWN 

MEGAMORPHOSI5 

ALREADY KNOWN 


Amos is a local hero that you can 
find during part of the walkthrough, 
tie's a skilled melee fighter that does 
well within some types of combative 
vocations. Later in the game, he ends up 
being somewhat usurped in this by the superior 
slats of both Carver and Lizzy, but you can never 
have too many damage dealers. 







































USABLE EQUIPMENT 


■■V 


wmmm 

OAKEN CLUB 

9 

5 

COPPER SWORD 

13 

9 

STEEL BROADSWORD 

33 

16 

CAUTERY SWORD 

42 

23 

PLATINUM SWORD 

60 

45 

DREAM BLADE 

65 

28 

FALCON BLADE 

67 

32-60 

ZOMBIES BANE 

BO 

5-62 

FERE BLADE 

B7 

33-36 

MASSACRE SWORD 

95 

15 

SUNDER BOLT BLADE 

95 

40-65 

DRAGONSBANE 

95 

35-55 

MIRACLE SWORD 

100 

38-51 

BLIZZARD BLADE 

105 

38 

METAL KING SWORD 

130 

40 

GRACQS'S TRIDENT 

5B 

-10-40 

GIANT MALLET 

10 

-5 

SLEDGEHAMMER 

30 

6 

WAR HAMMER 

64 

19-50 

HELA'S HAMMER 

115 

33 

BOOMERANG 

15 

5 

EDGED BOOMERANG 

25 

19 

FLAM ETA NG BOOMERANG 

65 

25-52 

STONE AXE 

19 

4 

BATTLE’AXE 

49 

15 

IRON CLAW 

21 

15 

FIRE CLAW 

53 

21 

CHAIN SICKLE 

27 

13 

FLAIL OF DESTRUCTION 

125 

26-68 

STAFF OF ANTEMAGIC 

40 

18 


IN GOSPEL RING 

DEFENCE +15 

30 

fe KERPLUNK BRACER 

DEFENCE +10 

25 

* :> H 1 KAMI KAZ E E BRACER 

* 

10 

fe METEORITE BRACER 

AGILITY X2 

15 

BOW TIE 

DEFENCE +2 

33 


\ -rr-rTWSrrrT^ — 



LEATHER HAT 

2 

2 

HARDWOOD HEADWEAR 

6 

-15 

SHELLMET 

7 

3 

IRON HELMET 

16 

15-26 

IRON MASK 

25 

-10-35 

PLATINUM HEADGEAR 

38 

42 

THINKING CAP 

40 

21 

GREAT HELM 

50 

30-47 

HELMET OF MAX WYNNE 

55 

15-40 

METAL KING HELM 

70 

38 


1 | i j 

LEATHER SHIELD 

4 

2 

SCALE SHIELD 

7 

4 

BRONZE SHIELD 

IT 

7 

IRON SHIELD 

16 

12 

MAGIC SHIELD 

20 

21-38 

PLATINUM SHIELD 

25 

40 

DRAGON SHIELD 

30 

25-47 

FLAME SHIELD 

40 

22-45 

POWER SHIELD 

45 

33 

OGRE SHIELD 

48-65 

-10-50 

RUINOUS SHIELD 

62 

5 

METAL KING SHIELD 

70 

40 


r gf ARMOUR si 

& DEFENCE 

STYLE J 

■ rags 

3 

0 

■ plain clothes 

4 

2 

■wayfarer's clothes 

7 

6 

■silk tuxedo 

10 

40 

■ leather ARMOUR 

11 

15 

1 LEATHER kilt 

12 

-20 

1 boxer shorts 

15 

-100 

■ scale ARMOUR 

15 

9 

■ fur cape 

IB 

18 

■ chain mail 

19 

23 

■ bronze armour 

21 

12 

1 IRON CUIRASS 

23 

4 

Cl IRON ARMOUR 

25 

19 

|r| FULL PLATE ARMOUR 

30 

27-42 

FJ tortoise SHELL 

33 

-15 

tj SILVER CUIRASS 

36 

30 

■ silver mail 

43 

40-70 

■heavy ARMOUR 

50 

-30-43 

■ magic armour 

SO 

3B-61 

■enchanted armour 

55 

35 

■spiked armour 

55 

15 

■dragon MAIL 

60 

37-72 

■platinum mail 

66 

51 

■ flame armour 

70 

33-55 

■sacred armour 

75 

55 

■hela's armour 

B5 

12 

■ armour OF MAX WYNNE 

90 

17-66 

■gigant armour 

92 

15-77 

■mirror armour 

95 

50 

■ ^ETAL KING ARMOUR 

115 

45 
































































































































Lizzy can be recruited into the party after Terry joins. Take Terry to Arkbolt 
j Castle and talk to a large lizard in the dungeon while Terry is in your party, 
This lets you grab a great melee character that also has access to the dragon 
vocation and the powerful breath spells that are a part of it. 


PROGRESSION 


ATTRIBUTE 


INNATE SPELLS AND ABILITIES 


USABLE EQUIPMENT 


LIZZY (OPTIONAL) 


WJffiMkW 


FALCON SLASH 

ALREADY KNOWN 

FLAME BREATH 

ALREADY KNOWN 

HATCHET MAN 

LEVEL 9 

INFERNO 

LEVEL 15 

METAL SLASH 

LEVEL 20 

KAZING 

LEVEL 25 

SCORCH 

LEVEL 30 



■TOT* 

wmmm 

• DRAGON SHIELD 

30 

25-47 

:«■ FLAME SHIELD 

40 

22-45 

IpioGRE SHIELD 

48-65 

-10-50 

SHIELD OF MAX WYNNE 

60 

8-42 

RUINOUS SHIELD 

62 

5 



wmm 

wmm 

ran 


HP 

240 

340 

420 

950 

MP 

50 

120 

273 

600 

STRENGTH 

130 

152 

182 

4TQ 

AGILITY 

77 

95 

119 

ISO 

RESILIENCE 

150 

150 

193 

250 

WISDOM 

110 

150 

190 

300 

STYLE 

20 

22 

38 

100 



KH 

LEATHER HAT 

2 

2 

HARDWOOD HEADWEAR 

6 

-15 

5HELLMET 

7 

3 

FUR HOOD 

11 

13 

IRON HELMET 

16 

15-26 

BUNNY EARS 

20 

15 

IRON MASK 

25 

10-35 

PLATINUM HEADGEAR 

38 

42 

THINKING CAP 

40 

21 

great mm 

so 

30-47 

HELMET OF MAX WYNNE 

55 

15-40 

NltTAl KING HEIM 

70 

38 





OAKEN CLUB 

9 

5 

COPPER SWORD 

13 

9 

CAUTERY SWORD 

42 

23 

SAW BLADE 

54 

-2-33 

FIRE BLADE 

87 

33-36 

MASSACRE SWORD 

95 

15 

DRAGON5RANE 

95 

35-55 

BLIZZARD BLADE 

105 

33 

METAL KING SWORD 

130 

w 

BAMBOO SPEAR 

5 

1 

GRACOS'S trident 

58 

-10-40 

GIANT MALLET 

10 

-5 

SLEDGEHAMMER 

30 

6 

WAR HAMMER 

64 

19-50 

HELA'S HAMMER 

115 

33 

STONE AXE 

19 

4 

BATTLE-AXE 

49 

15 

CHAIN WHIP 

28 

13 

CHAIN SICKLE 

27 

13 

MORNING STAR 

38 

14 

FLAIL OF DESTRUCTION 

125 

26-68 


ACCESSORY 

ATTRIBUTES 

STYLE ;i§ 

GOLD RING 

DEFENCE +5 

5 

GOSPEL RING 

DEFENCE+15 

30 

GOLD BRACER 

DEFENCE+15 

20 

KERPLUNK BRACER 

DEFENCE+10 

25 

KAMKKAZEE BRACER 

- 

10 

METEORITE BRACER 

AGILITY X2 

15 

TRAILBLAZING BANDANA 

DEFENCE +5 

28 

BOW TIE 

DEFENCE +2 

33 


f "I- ARMOUR 

ililS 

DifMse 1 

STYLE 

lllll PLAIN CLOTHES 

4 

2 

1 LEATHER ARMOUR 

11 

IS 

J|§| LEATHER KILT 

12 

-20 

III SCALE ARMOUR 

15 

9 

111 FUR CAPE 

18 

18 

111 CHAIN MAIL 

19 

23 

flPjllKON CUIRASS 

23 

4 

ftlsilvai CUIRASS 

36 

30 

^SHEAVr ARMOUR 

50 

-30-43 

SPIKED ARMOUR 

55 

15 

H DRAGON MAIL 

60 

37-72 

1H PLATINUM MAIL 

66 

51 

ISfiame armour 

70 

33-55 

J||IhELA'S armour 

85 

12 

1 GIG ANT ARMOUR 

92 

15-77 

f||| dragon ROBE 

95 

60 

Hi METAL KING ARMOUR 

115 

45 




























































































































I Goowain is a slime knight who is first seen as your group passes through a guard 
| outpost that leads toward the Howcastle area. After spotting him there, proceed to 
Howcastle, complete the events, and meet Goowain again. He's outside the royal 
door at the back of Howard's room in Howcastle. Talk to him and let the knight into 
your party. Goowain is a decent fighter or heaier He doesn't have exceptionally good 
stats but he can wear some fairly heavy equipment This aspect aione makes him a 
somewhat easy character to level up and get into the Slimopolis tournament. He does 
well in it and can even win the final event without too much extra effort 


ATTRIBUTE PROGRESSION 


INNATE SPELLS AND ABILITIES 


USABLE EQUIPMENT 


GOOWAIN (OPTIONAL) 


STOKY 


CHARACTERS 





leather shield 

4 

2 

SCALE SHIELD 

7 

4 

BRONZE SHIELD 

11 

7 

IRON SHIELD 

16 

12 

PLATINUM SHIELD 

25 

40 

DRAGON SHIELD 

30 

25-47 

OGRE SHIELD 

48-65 

“10-50 

SHIELD OF MAX WYNNE 

60 

8-42 

RUINOUS SHIELD 

62 

5 

METAL KING SHIELD 

70 

40 





fpS PLATINUM MAIL 

66 

5T 

■gS FLAME ARMOUR 

70 

33-55 

83 HELA'S ARMOUR 

85 

12 

pfARMOUR OF MAX WYNNE 

90 

17-66 

feSGIGANT ARMOUR 

92 

15-77 

i^j MIRROR ARMOUR 

95 

50 

metal king armour 

115 

45 



wtiwiip 


mmmm 

~r^ms 

-F 

40 

160 

296 

660 


6 

60 

110 

630 

ntNGTH 

44 

70 

114 

300 

^ JTY 

20 

85 

ITS 

250 

tS-UENCE 

45 

60 

95 

230 

4P5BOM 

25 

52 

95 

240 

smf 

15 

T9 

31 

60 




wmrnmm 

bHKlT fei 

IRON HELMET 

16 

15-26 

IRON MASK 

25 

-10-35 


PLATINUM HEADGEAR 

38 

42 

[thinking CAP 

40 

21 


GREAT HEIM 

50 

30-47 

HELMET OF MAX WYNNE 

55 

15-40 

METAL KING HELM 

70 

38 


r..2BH 


GOLD RING 

DEFENCE +5 

5 

GOSPEL RING 

DEFENCE +15 

30 

GOLD BRACER 

DEFENCE +15 

20 

KERPLUNK BRACER 

DEFENCE+10 

25 

KAMIKAZE! BRACER 

- 

10 

METEORITE BRACER 

AGILITY X2 

15 

TRAILBIAZING BANDANA 

DEFENCE +5 

28 

I BOW TIE 

DEFENCE +2 

33 


i SP&t/ABIUTY 

: 


HEAL 

ALREADY KNOWN 

DRAIN MAGIC 

LEVEL 3 

KABUFF 

LEVEL S 

FOCUS STRENGTH 

LEVEL 13 

COP OUT 

LEVEL 18 

FALCON SLASH 

LEVEL 25 



wmmtmmmrns 


OAKEN CLUB 

9 

5 

COPPER SWORD 

13 

9 

pTEEL BROADSWORD 

33 

16 

CAUTERY SWORD 

42 

23 

plATINUM SWORD 

60 

45 

[^EAM BLADE 

65 

28 

pALCON BLADE 

67 

32-60 

riaMBIESBANE 

80 

5-62 

f^RE BLADE 

87 

33-36 


MASSACRE SWORD 

95 

IS 

SJNDERBOLT BLADE 

95 

40-65 


:*agonsbane 

95 

35-55 

■URACLE SWORD 

100 

38-51 

j-L-ZZARD BLADE 

105 

38 

KTTAi KING SWORD 

130 

40 

i+QNZE KNIFE 

12 

3 

*OISON MOTH KNIFE 

24 

13 

"ONE AXE 

19 

4 

3UJ H WHIP 

28 

18 

»JN SICKLE 

27 

13 

'-AIL OF DESTRUCTION 

125 

26-68 

^tAT BOW 

110 

25-65 


l twmmm 



*\AIH CLOTHES 

4 

2 

WAYFARER'S CLOTHES 

7 

6 

FATHER ARMOUR 

11 

15 

SCMl ARMOUR 

15 

9 

□NUN MAIL 

19 

23 

KONZE ARMOUR 

21 

12 

mOH CUIRASS 

23 

4 

SON ARMOUR 

25 

19 

PLATE ARMOUR 

30 

27-42 s 

S4VER CUIRASS 

36 

30 1 

>./ER MAIL 

43 

40-70 

-CAVY ARMOUR 

50 

-30-43 

•LAGIC ARMOUR 

50 

38-61 

SPIKED ARMOUR 

55 

15 

:*agon mail 

- 3 1 

60 

37-72 
























































































































































































ARMOUR WEAPONS 



After you find the flying bed, return to the town of Clearvale. Make sure that it's in the world where 
\ you have access to the (lying bed (you'll know what that means at the time). Go to the northern 
side of town and look for a slime in the bushes behind a house. Talk to him and let this little 
guy join up. 


Healie is a floating pile of MP. His other stats are tepid, but he makes one of the best backup healers in 
the game. Leave him in the rear of the parly and let him handle healing after a battle. Only pull him into 
combat when your primary healer needs assistance or replacement. 


INNATE SPELLS AND ABILITIES 


ATTRIBUTE PROGRESSION 


USABLE EQUIPMENT 


rags 


BOXER SHORTS 


IRON CUIRASS 


HEALIE (OPTIONAL) 


STYLE 


DEFENCE 


r - 

ACCESSORY 


style ;• 


GOLD RING 

DEFENCE +5 

5 


PRAYER RING 

DEFENCE +5 

22 


gospel ring 

DEFENCE +15 

30 

m 

kerplunk bracer 

DEFENCE +10 

25 

o 

KAMIKAZEE BRACER 

- 

10 

wv 

■ A 

METEORITE BRACER 

AGILITY X2 

15 

VI 

I4J 

E 3 

TRAILS LAZING BANDANA 

DEFENCE +5 

28 


GLASS SUPPERS 

AGILITY *20 

45 

< 

BOW TIE 

DEFENCE +2 

33 


SLIME EARRINGS 

ATTACK +5 

35 


RAGING RUBY 

ATTACK +20 

18 

L, ■ 

PINK PEARL 

- 

40 



HP 

59 

1SS 

230 

600 

MP 

26 

110 

300 

800 

STRENGTH 

23 

50 

70 

200 

AGILITY 

21 

86 

120 

210 

RESILIENCE 

2S 

60 

105 

200 

WISDOM 

6 

41 

70 

150 

STYLE 

15 

21 

30 

50 



POINTY HAT 

3 

-2 

SHELLMET 

7 

3 

BUNNY EARS 

20 

15 

DUPLIC HAT 

25 

2 

IRON MASK 

25 

-10-35 

HERMES' HAT 

28 

8 

HAPPY HAT 

35 

-17 

SLIME HELMET 

40 

12 

METAL KING HELM 

70 

38 



H ATTACK 

smr | 

ICICLE DIRK 

62 

31 

MIRACLE SWORD 

100 

38-51 

METAL KING SWORD 

130 

40 

POISON MOTH KNIFE 

24 

13 

BOOMERANG 

15 

5 

EDGED BOOMERANG 

25 

19 

FLAMETANG BOOMERANG 

65 

25-52 

WIZARDLY WHIP 

97 

45-70 

IRON CLAW 

21 

15 

FIRE CLAW 

S3 

21 

COBRA CLAW 

90 

29 

STAFF OF GHENT 

15 

16 

BONE STAKE 

6 

3 

STONE FANGS 

12 

3 

STEEL FANGS 

35 

8 

FEROCIOUS FANGS 

73 

25 

ORICHALCUM FANGS 

135 

37 

LUNAR FAN 

60 

30 

SOLAR FAN 

no 

49-67 

POISON NEEDLE 

1 

15 

FALCON KNIFE EARRINGS 

35 

32 


[_^ • | 

[\£ . ~ 


POT LID 

2 

-20 

SILVER PLATTER 

18 

23 

POWER SHIELD 

45 

33 

SILVER SHIELD 

55 

38 

1 METAL KING SHIELD 

70 

40 


1 smi/ABlUTY S 

WHEN LEARNED 


HEAL 

ALREADY KNOWN 

M1DHEAL 

LEVEL 9 

FULLHEAL 

LEVEL 15 

MULTI HEAL 

LEVEL 18 

OMNIHEAL 

LEVEL 23 

















































































































IllSSifeUa 


DEFENCE +5 


GOSPEL RING 


DEFENCE +15 


DEFENCE #10 


DEFENCE *5 


DEFENCE *2 


HELMET 


DEFENCE 


ACCESSORY 


SPOT (OPTIONAL) 


rrPENGTH 


AGILITY 


RESILIENCE 


* SDOM 


STYLE 


135 


320 


340 


100 


no 


FOLLOW SUIT 

LIVIL 9 

WHISTLE 

LEVEL 1! 

DIG 

LEVEL 13 

NAP 

LEVEL IS 

DOUBLE UP 

LEVEL 17 


OAKEN CLUB 


COPPER SWORD 


1 STEEL BROADSWORD 


| CAUTERY SWORD 


| PLATINUM SWORD 


I DREAM BLADE 


I falcon blade 


I zombiesbani 


IFIRE BLADE 


| MASSACRE SWORD 


| SUNDERBOLT BLADE 


[DRAGONSBANE 


| MIRACLE SWORD 


| BLIZZARD BLADE 


| METAL KING SWORD 


| BRONZE KNIFE 


| POISON MOTH KNIFE 


I STONE AXE 


I CHAIN WHIP 


I CHAIN SICKLE 


| FLAIL OF DESTRUCTION 


I GREAT BOW 


L PLAIN CLOTHES 


USABLE EQUIPMENT 


MtSSm 


TOO 


105 


130 


125 


no 


32-60 


5-62 


33-36 


40-65 


35-55 


30-51 


26-68 


25-65 


WAYFARER'S CLOTHES 

7 

6 

LEATHER ARMOUR 

11 

15 

SCALE ARMOUR 

15 

9 

CHAIN MAIL 

19 

23 

BRONZE ARMOUR 

21 

12 

RON CUIRASS 

23 

4 

IRON ARMOUR 

25 

19 

FULL PLATE ARMOUR 

30 

27-42 

SILVER CUIRASS 

36 

30 

SILVER MAIL 

43 

40-70 

HEAVY ARMOUR 

50 

-30-43 

MAGIC ARMOUR 

50 

38-61 

SPIKED ARMOUR 

55 

15 

DRAGON MAIL 

7 

60 

- 7~~ - T 

37-72 

**yasw—- 


1 


PLATINUM MAIL 

66 

SI 

£ 

. S5£ 

FLAME ARMOUR 

70 

33-55 

HELA'S ARMOUR 

85 

12 

o 

ARMOUR OF MAX WYNNE 

90 

17-66 

s 

GIGANT ARMOUR 

92 

15-77 

u 

■ 

MIRROR ARMOUR 

95 

SO 


METAL KING ARMOUR 

115 

45 



r 

: • £ Mi 


LEATHER SHIELD 

4 

2 

SCALE SHIELD 

7 

4 

BRONZE SHIELD 

11 

7 

3 

IRON SHIELD 

16 

12 

Ui 

PLATINUM SHIELD 

25 

40 

1 X 

DRAGON SHIELD 

30 

25-47 

L. . 

OGRE SHIELD 

48-65 

-10-50 

SHIELD OF MAX WYNNE 

60 

8-42 

RUINOUS SHIELD 

62 

5 

METAL KING SHIELD 

70 

40 


Spot Is found on the right side of the Castle Qraeeskull courtyard, during a strange 
series of events. Don't look in the ruins of this castle. He'll only be found in 
the other version of the building. You don't need to do anything special to get 
him. Just look outside until you find him along the wall and ask him to join 
your party. 

Except for his decent health, Spot isn't a particularly skilled slime. He's one of 
the harder creatures to send into the Slimopolis. 


ATTRIBUTE PROGRESSION 


INMATE SPELLS AMD ABILITIES 


153 


322 


770 




? 1 

TONGUE LASHING 

LEVEL 4 

FOLLOW SUIT 

LIVIL 9 

WHISTLE 

LEVEL 1! 

DIG 

LEVEL 13 

NAP 

LEVEL IS 

DOUBLE UP 

LIVIL 17 
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ATTRIBUTE PROGRESSION 


STRENGTH 


RESILIENCE 


STYLE 


USABLE EQUIPMENT 


COPPER SWORD 


STEEL BROADSWORD 


ATTRIBUTE LEVEL 3 LEVEL 20 LEVEL 40 LEVEL 99 


KINGSLEY (OPTIONAL) 


Kingsley is relaxing in the Chateau de Sass, a small area west of Wellshire, You won't be able to recruit 
the big guy until your party has competed and won in seven levels of the BesbDressed Contest. The 
level you specifically need to beat is the one where only a slime can enter. Believe it or not Qoober 
is the best slime to accomplish this, but the right gear can get most of the little fellows through. 
Once you've won that level of the contest, talk to Kingsley on the main floor of the building, near 
the bar, He'll join to learn your cool fashion tricks. He's a slime with massive reserves of health 
and magic. His strength is also impressive, making him one of the best slimes in a pitched battle. 


INNATE SPELLS AND ABILITIES 




HEAL 


MIDHEAL 


ZING 


mm 


ALREADY KNOWN 


ALREADY KNOWN 


ALREADY KNOWN 


155 


360 


SHOVE 


LEVEL 7 


100 


120 


BODY SLAM 


LEVEL 10 


KAZING 

HOCUS POtOS 


LEVEL 15 


MUSTER STRENGTH 


LEVEL 5 


113 


150 


120 


2QO 


300 


LEVEL 20 


LEVEL 4 


210 


400 


900 


PUFF-PUFF 


| MASSACRE SWORD 


l&RAGQNSBANE 


| BUZZARD BLADE 


8 BRONZE KNIFE 


| STONE AXE 


{CHAIN SICKLE 


■ GREAT BOW 


100 


105 


130 


125 


no 


S-62 


33-36 


40-65 


35-55 


38-51 


26-68 


25-65 




STYLE 

PLAIN CLOTHES 

4 

2 

WAYFARER'S CLOTHES 

7 

6 

LEATHER ARMOUR 

11 

15 

SCALE ARMOUR 

15 

9 

CHAIN MAIL 

19 

1 

23 

BRONZE ARMOUR 

21 

12 

IRON CUIRASS 

23 

4 

IRON ARMOUR 

25 

19 

FULL PLATE ARMOUR 

30 

27-42 

SILVER CUIRASS 

36 

30 

SILVER MAIL 

43 

40-70 

HEAVY ARMOUR 

50 

“30-43 

MAGIC ARMOUR 

50 

38-61 

SPIKED ARMOUR 

55 

15 



DRAGON MAIL 

60 

37-72 


P LATIN UM^M AIL 

66 

51 

111’* 

FLAME ARMOUR 

70 

33-55 


HILA'S ARMOUR 

85 

12 


ARMOUR OF MAX WYNNE 

90 

17-66 


GIGANT ARMOUR 

92 

15-77 

L; 

mirror armour 

95 

SO 


METAL KING ARMOUR 

115 

45 



! DEFENCE 

MilHHH 

LEATHER SHIELD 

4 

2 

SCALE SHIELD 

7 

4 

BRONZE SHIELD 

11 

7 

IRON SHIELD 

16 

12 

PLATINUM SHIELD 

25 

40 

DRAGON SHIELD 

30 

25-47 

OGRE SHIELD 

48-65 

-10-50 

SHIELD OF MAX WYNNE 

60 

8-42 

RUINOUS SHIELD 

62 

5 

METAL KING SHIELD 

70 

40 



mmmm 

mmsmm 

IRON HELMET 

16 

15-26 

IRON MASK 

25 

-10-35 

PLATINUM HEADGEAR 

38 

42 

THINKING CAP 

40 

21 

GREAT HELM 

50 

30-47 

HELMET OF MAX WYNNE 

55 

15-40 

| METAL KING HELM 

70 

38 


"MH ACCESSORY liM ATTRIBUTES 

w&mzm 

GOLD RING 

DEFENCE +5 

5 

GOSPEL RING 

DEFENCE+15 

30 

GOLD BRACER 

DEFENCE+15 

20 

KERPLUNK BRACER 

DEFENCE +10 

25 

KAMIKAZEE BRACER 

- 

10 

METEORITE BRACER 

AGILITY X2 

15 

TRAILBLAZING BANDANA 

DEFENCE +5 

28 

BOW TIE 

DEFENCE +2 

33 
















































































































































Goober is a generic slime, but he's actually one of the trickier ones to recruit. To get him 
Y ou need a11 ,eveSs of the Slimopolis competition and then talk to an old man 

■BrV who hosts the events. He is the owner of a former champion who stands above the 
/ lighting area. Hell offer to buy your champion but eventually decides to give you one 

. / of his rookie slimes instead. Once you have completed all of the fighting at Slimopolis 

'.""T ^ and no one else will fight your slime, take Goober to his old trainer, Sledge. He and 
ammer are hanging out just above the fighting arena. Sledge teaches Goober the C-GCoid Breath ability- Goober 
as fairly average stats, except for his low health and MF What he is great for is beating the seventh level of the 
e st-Dressed Contest. That lets you recruit Kingsley, a far more effective slime, 

ATTRIBUTE PROGRESSION 


INNATE SPELLS AND ABILITIES 


USABLE EQUIPMENT 


SCALE SHIELD 


DRAGON SHIELD 


OGRE SHIELD 


GOOBER (OPTIONAL) 


DEFENCE 


«; SPELt/ABILlTY ?g 

WHEN LEARNED : 1 

FRIZZLE 

ALREADY KNOWN 

KABUFF 

ALREADY KNOWN 

MIDHFAL 

ALREADY KNOWN 

SIZZLE 

ALREADY KNOWN 

SNOOZE 

ALREADY KNOWN 

SCORCH 

LEVEL 90 

C-C-COLD BREATH 

LEARN FROM SLEDGE 


r lit: HELMET 


STYLE 

RglAON HELMET 

16 

15-26 

gplmON MASK 

25 

-10-35 

1^3 PLATINUM HEADGEAR 

38 

42 

itHINKlNG CAP 

40 

21 

GREAT HELM 

50 

30-47 

181 HELMET OF MAX WYNNE 

55 

15-40 

18 METAL KING HELM 

70 

“I-’v-7- 

38 

— 


mm m- - 

V ATTACK 

STYLE 

■ OAKEN CLUB 

9 

5 

■ copper SWORD 

13 

9 

■ steel broadsword 

33 

16 

1 CAUTERY SWORD 

42 

23 

1 PLATINUM SWORD 

60 

45 

■ :ream blade 

65 

28 

1 : ALCON BLADE 

67 

32-60 

1 ZOMBIES BANE 

BO 

5-62 

E3 =IRE BLADE 

87 

33-36 

MASSACRE SWORD 

95 

15 

, f ; JNDERBOLT BLADE 

95 

40-65 

tdj ZftAGONSBANE 

95 

35-55 

Ej W.RACLE sword 

100 

38-51 

Eh. ZZARD BLADE 

105 

38 

■ “HAL KING SWORD 

130 

40 

■ ;BONZE KNIFE 

12 

8 

■ "■QFSON MOTH KNIFE 

24 

13 

■ :’0HE AXE 

19 

4 

■ AIN WHIP 

28 

18 

■ :-A1N SICKLE 

27 

13 

■ : JU10F DESTRUCTION 

125 

26-68 

■ I * LAT BOW 

110 

25-65 


m 

z 

ARMOUR -^11 DEFEND 

HBiiSi 


PLATINUM MAIL 

66 

51 

. £ 

fig 

FLAME ARMOUR 

70 

33-55 

HELA'S ARMOUR 

85 

12 


ARMOUR OF MAX WYNNE 

90 

17-66 

s 

GJGANT ARMOUR 

92 

15-77 

Wrt 

MIRROR ARMOUR 

95 

SO 

kZ. 

METAL KING ARMOUR 

115 

45 


GOLD RING 

DEFENCE +5 

5 

GOSPEL RING 

DEFENCE+15 

30 

GOLD BRACER 

DEFENCE +15 

20 

KERPLUNK BRACER 

DEFENCE +10 

25 

KAMIKAZEE BRACER 

- 

10 

METEORITE BRACER 

AGILITY X2 

15 

TRAILS LAZING BANDANA 

DEFENCE +5 

28 

H BOW TIE 

DEFENCE +2 

33 



DEFENCE 

STYLE m 

■= JLIN CLOTHES 

4 

2 

■ * AT FAR ER f 5 CLOTHES 

7 

6 

■ .UTHIR ARMOUR 

11 

15 

■ ! CALE ARMOUR 

15 

9 

j -AIN MAiL 

19 

23 

EjUGNZE ARMOUR 

21 

12 

ftj TON CUIRASS 

23 

4 

i TIN ARMOUR 

25 

19 

1 ■ ... PLATE ARMOUR 

30 

27-42 r 

■ i .t£R CUIRASS 

36 

30 

. r Eft MAIL 

43 

40-70 

■ -i V/Y ARMOUR 

50 

-30-43 

■ * -C C ARMOUR 

50 

38-61 

■<ED ARMOUR 

55 

15 

■ :^GON MAIL 

/ 

60 

- 7 r 

37-72 

mm - 


ATTRIBUTE 

LEVEL 20 

■H 

LEVEt 39 

-P 

110 

223 

650 

m? 

27 

74 

450 

nEHGTH 

S3 

113 

330 

- -31LITY 

85 

156 

300 

J;SILIENCE 

24 

72 

ISO 

" 5 DOM 

50 

81 

230 

~*LE 

20 

37 

130 


















































































































































After obtaining 10 of your friends' dreams in Suite Dreams, Curie can be found down the stairs looking 
for his friend Shelly. 


Alternately, after completing the game. Curie is waiting for his friend outside Suite Dreams. Walk up to 
him and tell him you are a friend of Shelley's to get him to join. 


Curie has some of the same functions as Tleaiie, even though the two have different attributes. Curie is 
a touch lower on HP and MP but has somewhat higher wisdom. Curie's innate spells are fairly nice and 
that would be one of the main reasons to include this guy in the rear party. 


ATTRIBUTE PROGRESSION 


INNATE SPELLS AND ABILITIES 


USABLE EQUIPMENT 




CURIE (OPTIONAL) 


PLAIN CLOTHES 

4 

2 

WAYFARER'S CLOTHES 

7 

6 

LEATHER ARMOUR 

11 

15 

SCALE ARMOUR 

15 

9 

CHAIN MAIL 

19 

23 

BRONZE ARMOUR 

21 

12 

IRON CUIRASS 

23 

4 

IRON ARMOUR 

25 

19 

FULL PLATE ARMOUR 

30 

27-42 

SILVER CUIRASS 

36 

30 

SILVER MAIL 

43 

40-70 

HEAVY ARMOUR 

50 

-30-43 

MAGIC ARMOUR 

SO 

38-61 

SPIKED ARMOUR 

55 

15 


. SHIELD 

DEFENCE •••• 

.C; STYLE 11 

Wm LEATHER SHIELD 

4 

2 

HI SCALE SHIELD 

7 

4 

PH BRONZE SHIELD 

11 

7 

pi IRON SHIELD 

16 

12 

Ell PLATINUM SHIELD 

25 

40 

ti DRAGON SHIELD 

30 

25-47 

OGRE SHIELD 

48-65 

-10-50 

H SHIELD OF MAX WYNNE 

60 

8-42 

HI RUINOUS SHIELD 

62 

5 

HH METAL KING SHIELD 

70 

40 


F" ' ARMOUR SHBSBry- 

DEFENCE 

STYLE / 

fc DRAGON MAIL 

60 

37-72 

Hg PLATINUM MAIL 

66 

51 

FLAME ARMOUR 

70 

33-55 

HELA'S ARMOUR 

85 

12 

jif* ARMOUR OF MAX WYNNE 

90 

17-66 

GtGANT ARMOUR 

92 

15-77 

lE MIRROR ARMOUR 

95 

SO 

^Sl METAL KING ARMOUR 

its 

45 


m ATTRIBUTE 

jtiEVELAi! 


LEVELAB 

"iEVELWH 

HP 

Ill 

155 

210 

550 

MP 

28 

88 

235 

630 

STRENGTH 

60 

73 

95 

240 

AGILITY 

95 

122 

156 

300 

RESILIENCE 

59 

£3 

108 

220 

WISDOM 

14 

49 

96 

160 

STYLE 

10 

13 

17 

40 


111? ACCESSORY 

ItllBfBUTES 

;^ LsmE " V 

GOLD RING 

DEFENCE +5 

5 

GOSPEL RING 

DEFENCE +15 

30 

GOLD BRACER 

DEFENCE +15 

20 

KERPLUNK BRACER 

DEFENCE +10 

25 

KAMIKAZEE BRACER 

* 

10 

METEORITE BRACER 

AGILITY X2 

15 

TRAILBLAZING BANDANA 

DEFENCE +5 

28 

BOW TIE 

DEFENCE +2 

33 


FULLHEAL 

ALREADY KNOWN 

MIDHEAL 

LEVEL 6 

HAZING 

LEVEL 17 

MULTIHEAL 

LEVEL 20 

OMNIHEAL 

LEVEL 50 


COPPER SWORD 

13 

9 

STEEL BROADSWORD 

33 

16 

CAUTERY SWORD 

42 

23 

PLATINUM SWORD 

60 

45 

DREAM BLADE 

65 

28 

FALCON BLADE 

67 

32-60 

ZOMBIESBANE 

SO 

5-62 

FIRE BLADE 

87 

33-36 

MASSACRE SWORD 

95 

15 

SUNDERBOLT BLADE 

95 

40-65 

DRAGONSBANE 

95 

35-55 

MIRACLE SWORD 

TOO 

38-51 

BLIZZARD BLADE 

105 

38 

METAL KING SWORD 

130 

40 

bronze knife 

12 

8 

POISON MOTH KNIFE 

24 

13 

STONE AXE 

19 

4 

CHAIN WHIP 

28 

18 

CHAIN SICKLE 

27 

13 

FLAIL OF DESTRUCTION 

125 

26-68 

GREAT BOW 

no 

25-65 



IRON HELMET 

16 

15-26 

IRON MASK 

25 

-10-35 

jpyfi 

PLATINUM HEADGEAR 

38 

42 

THINKING CAP 

40 

21 


GREAT HELM 

50 

30-47 

HELMET OF MAX WYNNE 

55 

15-40 

METAL KING HELM 

70 

33 
































































































































1 Zoom to the Fashion Forge and board the Providence. Submerge to find an 
underwater inn. Shelley is sitting at the table on the right. If Curie is not in your 
party, she will tell you where to find him. Put Curie in your party to have 
Shelley join, 


.• .v-.ro,.- Shelley is a defensive slime with low health but high resilience. She's an odd slime to 

use because of her deficient attributes. She's the type of character that you bring in to make 
sure that the group doesn't get entirely killed off while you are catching up on healing during an intense boss fight. 


ATTRIBUTE PROGRESSION 


INNATE SPELLS AND ABILITIES 


USABLE EQUIPMENT 


METAL KING SHIHP 


SHELLEY (OPTIONAL) 


STORY 


CHARACTERS 



■hbhhb 

KABUFF 

ALREADY KNOWN 

COOl BREATH 

LEVEL S 

TIDAL WAVE 

LEVEL 17 

CHILLY BREATH 

LEVEL 22 

FREEZING BLIZZARD 

LEVEL 35 


r helmet 

; DEFENCE STYLE i 

] IRON HELMET 

16 

15-26 

lisp IRON MASK 

25 

•10-35 

pS PLATINUM HEADGEAR 

SB 

42 

«9 THINKING cap 

40 

21 

INI GREAT HEIM 

50 

30-47 

IS HELMET OF MAX WYNNE 

55 

15-40 

METAL KING HELM 

70 

38 

—-— 


GOLD RING 

DEFENCE +5 

5 

GOSPEL RING 

DEFENCE+15 

30 

GOLD BRACER 

DEFENCE+15 

20 

KERPLUNK BRACER 

DEFENCE+10 

25 

KAMIKAZES BRACER 

- 

10 

METEORITE BRACER 

AGILITY X2 

15 

TRAILS LAZING BANDANA 

DEFENCE +5 

28 

BOW TIE 

DEFENCE +2 

33 


wsnmm 

US 1 a* j 3 

wmmm 


HP 

72 

117 

168 

270 

MR 

3 

68 

128 

600 

STRENGTH 

48 

60 

98 

280 

AGILITY 

51 

75 

95 

150 

RESILIENCE 

135 

160 

253 

350 

"SDOM 

17 

47 

81 

170 

vTLE 

18 

23 

27 

60 



WteMSim&te, r MU 


OAKEN CLUB 

9 

5 

:OPPER SWORD 

13 

9 

mu BROADSWORD 

33 

16 

CAUTERY SWORD 

42 

23 

nATINUM SWORD 

60 

45 

Z-UA M BLADE 

65 

28 

•ALCON BLADE 

67 

32-60 

ZOMBIES BANE 

30 

5-62 

FIRE BLADE 

87 

33-36 

MASSACRE SWORD 

95 

15 

SUNDERBOLT BLADE 

95 

40-65 


DRAGONSBANE 

95 

35-55 


j MIRACLE SWORD 

100 

38-51 

BUZZARD BLADE 

105 

38 

METAL KING SWORD 

130 

40 

BRONZE KNIFE 

12 

8 

POISON MOTH KNIFE 

24 

13 

STONE AXE 

19 

4 

[CHAIN WHIP 

28 

18 

Z4AIN SICKLE 

27 

13 

FLAIL OF DESTRUCTION 

125 

26-68 

f SR EAT BOW 

110 

25-65 


ARMOUR OFFENCE STYLE | 

-JUN CLOTHES 

4 

2 

* AYFARErS CLOTHES 

7 

6 

-LATHER ARMOUR 

11 

15 

SCALE ARMOUR 

15 

9 

I-A1N MAH 

19 

23 

IS ONZE ARMOUR 

21 

12 

ffC-N CUIRASS 

23 

4 

RON ARMOUR 

25 

19 

=JLL PLATE ARMOUR 

30 

27-42 i 

>L YER CUIRASS 

36 

30 

I.L-ER MAIL 

43 

40-70 

-*£AVY ARMOUR 

50 

-30-43 

■JL3K ARMOUR 

50 

38-61 

3*-*ED ARMOUR 

55 

15 

l*AGOH MAIL 

-—a 

60 

T" 7- 1 

^^37-72 


r_ ARMOUR 

mm 

EFENCE 


STYLE 

SE PLATINUM MAIL 

66 

51 

FLAME ARMOUR 

70 

33-55 

E HELA'S ARMOUR 

35 

12 

fe ARMOUR OF MAX WYNNE 

90 

17-66 

IF- GIGANT ARMOUR 

92 

15-77 

MIRROR ARMOUR 

95 

50 

METAL KING ARMOUR 

115 

45 


HHBBH 


IE 

LEATHER SHIELD 

4 

2 

SCALE SHIELD 

7 

4 

BRONZE SHIELD 

11 

7 

IRON SHIELD 

16 

12 

PLATINUM SHIELD 

25 

40 

DRAGON SHIELD 

30 

25-47 

OGRE SHIELD 

48-65 

-10-50 


















































































































































Either after collecting 20 of your friends' dreams or after 
completing the game, zoom to Suite Dreams, Cut through the 
building and go out the back door. Keep going north into a forest 
similar to the spot where you found Peggy Sue. Follow the path 
to the right to find the liquid metal slime. When you get close, 
he flees. Follow him around the trees in a counterclockwise 
motion* After he flees from the party for the fourth time, a guy 
offers to help in his capture. Continue around the trees where 
your new partner cuts the slime off, forcing the slime to run to 
the far comer. Talk to the man and then the two of you proceed 
to capture the slime. The slime takes a shine to your party so the 
guy Jets you keep him-as long as you call him Mercury* 

A skilled spelicaster and a superb survival ist, Mercury is a slime 
that can't easily be beaten, tie's usually the first to go on a given 
round, making him a good healer or general spelicaster. ills 
resistance to damage counters his paltry sum of fiP, All in all, 
he's a fun slime to keep in the party, especially for fights with 
massive enemy spells that deal areaof-effect damage. 



ATTRIBUTE PROGRESSION 



9vK 

1 LEVEL £ ■ 

ROTTEIHBl 

HP 

7 

12 

25 

60 

MP 

30 

70 

108 

500 

STRENGTH 

61 

69 

97 

250 

AGILITY 

150 

175 

204 

500 

RESILIENCE 

500 

500 

500 

500 

WISDOM 

15 

30 

48 

90 

STYLE 

50 

51 

61 

70 


INNATE SPELLS AND ABILITIES 


SPEU/AfilLlTY 

WHEN LEARNED 

SIZZ 

ALREADY KNOWN 

KACLANG 

LEVELS 

ZOOM 

LEVEL 5 

MAGIC BURST 

LEVEL 7 

BIG BANGA 

LEVEL 14 


































ARMOUR WEAPONS 


USABLE EQUIPMENT 


OAKEN CLUB 

9 

5 

COPPER SWORD 

13 

9 

STEEL BROADSWORD 

33 

16 

CAUTERY SWORD 

42 

23 

PLATINUM SWORD 

60 

45 

DREAM BLADE 

65 

28 

FALCON BLADE 

67 

32 “60 

ZOMBIES BANE 

80 

5-62 

FIRE BLADE 

87 

33“36 

massacre SWORD 

95 

15 

SUNDERBOLT BLADE 

95 

4G-65 

DRAGGNSBANE 

95 

35-55 

MIRACLE SWORD 

too 

38-51 

BLIZZARD BLADE 

105 

38 

METAL. KING SWORD 

130 

40 

BRONZE KNIFE 

12 

8 

POISON MOTH KNIFE 

24 

13 

STONE AXE 

19 

4 

CHAIN WHIP 

28 

18 

CHAIN SICKLE 

27 

13 

FLAIL OF DESTRUCTION 

125 

26-68 

GREAT BOW 

110 

25-65 


LEATHER SHIELD 

4 

2 

SCALE SHIELD 

7 

4 

BRONZE SHIELD 

11 

7 

IRON SHIELD 

16 

12 

PLATINUM SHIELD 

25 

40 

DRAGON SHIELD 

30 

25-47 

OGRE SHIELD 

48-65 

-10-50 

SHIELD OF MAX WYNNE 

60 

8-42 

RUINOUS SHIELD 

62 

5 

METAL KING SHIELD 

70 

40 



IRON HELMET 

16 

15-26 

IRON MASK 

25 

”10-35 

PLATINUM HEADGEAR 

38 

42 

THINKING CAP 

40 

21 

GREAT HELM 

50 

30-47 

HELMET OF MAX WYNNE 

55 

15-40 

METAL KING HELM 

70 

38 




ATTWBVTES STYLE 


ARMOUR : 5: 

DEFENCE 

V: > STYLE 

PLAIN CLOTHES 

4 

2 

WAYFARER'S CLOTHES 

7 

6 

LEATHER ARMOUR 

11 

15 

SCALE ARMOUR 

15 

9 

CHAIN MAIL 

19 

23 

BRONZE ARMOUR 

21 

12 

IRON CUIRASS 

23 

4 

IRON ARMOUR 

25 

19 

FULL PLATE ARMOUR 

30 

27-42 

SILVER CUIRASS 

36 

30 

SILVER MAIL 

43 

40-70 

HEAVY ARMOUR 

SO 

”30-43 

MAGIC ARMOUR 

50 

38-61 

SPIKED ARMOUR 

55 

15 

DRAGON MAIL 

60 

37-72 

PLATINUM MAIL 

66 

51 

FLAME ARMOUR 

70 

33-55 

HELA'S ARMOUR 

85 

12 

ARMOUR OF MAX WYNNE 

90 

17-66 

GIGA NT ARMOUR 

92 

15-77 

MIRROR ARMOUR 

95 

50 

METAL KING ARMOUR 

115 

45 


GOLD RING 

DEFENCE +5 

5 

GOSPEL RING 

DEFENCE +15 

30 

GOLD BRACER 

DEFENCE +15 

20 

KERPLUNK BRACER 

DEFENCE+10 

25 

KAMIKAZEE BRACER 

- 

10 

METEORITE BRACER 

AGILITY X2 

15 

TRAILBLAZiNG BANDANA 

DEFENCE +5 

28 

BOW TIE 

DEFENCE +2 

33 





















































































































Dragon Quest games rarely force you to use a specific party or even to play characters in any given way. You decide whether characters 
become heavy melee fighters, spellcasters or healers. Dragon Quest VI: Realms of Revelation follows this trend, allowing every party 
member to learn abilities from multiple vocations. 




How It Works 




Worrier 
Martial Artist 


wii 


Hfls-tery level 


At a certain point In the story, you are allowed to reach an 
intact version of the Alltrades Abbey. This is where your 
party members go to learn and switch their vocations. 


This chapter explains more about the mechanics of the 
vocational system. Afterward, each of the vocations is 
discussed, including the two restricted jobs, and talk 
about their abilities, strengths and weaknesses. 


The abbot of Alltrades Abbey can assign any available vocation to a character 
without substantial delay. Just walk up and tell the abbot what the person wants to 
be. This does not hurt your acquired experience or levels In any way. 


You can swap vocations back and forth and everything that you gained in a vocation is 
learned forever. You can't lose ranks in an existing job, nor do you lose any of the spells or 
abilities you learn from it. 


Priest 

Dancer 

Mote ter Master 
Merclrtnrt 

IjdMONt 


; Strength 

1&2 

* 

133 


2*3 

* 

253 

Resilience 

M 

* 

65 

Wisdom 

213 

* 

167 

Stste 

308 

* 

282 

Attack 

222 

♦ 

133 

Defence 

233 

♦ 

294 

Maximum HP 

338 


343 

; feiiwjiji MP 

32S 


132 

’ Maseru L«eJ 




.—...:-—' 


As such, a character who takes priest as a vocation can learn more about healing magic and 
protective augmentations. If the character then switches to warrior, they'll be a warrior with 
Meal Poof, 5quelch and so on. 


Pretty 


much 


all 


While using any vocation, your character will have their attributes modified by fixed percentages, 
Por instance, a warrior has their base HP and strength raised by 10% just for being a warrior at 
that given moment. However, they lose MP, agility and wisdom. That's the tradeoff. 


vocations have a tradeoff, but the hybrid and restricted vocations have far 
more benefits and fewer negative traits. 



























































































THREE TYPES OF JOBS TO 
CHOOSE FROM 

N ine of the vocations are available from the beginning: 
warriors, martial artists, mages, priests, dancers, 
[Moves, monster masters, merchants and gadabouts. 
You don't need to do anything special before taking 
:hese roles. 


~ Scion of Sorttrw 

m) 

Eft -, CirotJa- 
™ HP 264/ 

IIP 4637 463 


'i t -i *# * '% 


“he next seven 
jobs are called 
■; brid vocations, 
ou can't take 
em until the 
character in 
uestion has 

~astered a certain number of prerequisite base jobs, for 
. ample, a character can only become a gladiator after 
=sing warrior and martial artist to rank eight. 



Unlocking a hybrid vocation with one character will not 
grant access to that new job for anyone else. 

Finally, there 
are two 
restricted 
vocations. 
Unless a 
character starts 
as one of these, 
they won't be 

able to choose that job without a special item. The 
dragon vocation requires the Dragonic Diligence scroll. 
Several of them can be found over the course of your 
normal adventures. The liquid metal slime vocation 
requires the Liquid Metal Mind scroll. That can only be 
found after your party has beaten the main game. 





Trnamr 


Vocations 

(Abilities and Attribute Modifiers) 




\ 




VOCATION BENEFIT 

increased strength AND HP 

MASTERY SPEED 

VERY FAST 0 50 BATTLES TO MASTER) 

PRIMARY FUNCTION 

MELEE DAMAGE 


ABILITY CHART 


ATTRIBUTE TABLES 




HP 

! +10% 

. 

N/A 

MP 

! 60% 

2 

FOCUS STRENGTH 

STRENGTH 

+10% 


NOTHING 

AGILITY 

-35% 

4 

DOUBLE-EDGED SLASH 

RESILIENCE 

NO CHANGE 

s 

MERCURIAL THRUST 1 

WISDOM 

! -30% 

6 

FRENZY 

STYLE 

NO change 

7 

FALCON SLASH 



&/MASTERY 

HATCHET MAN 




DESCRIPTION 


Though the penalties 
to MP and wisdom are 
substantial, it is rarely 
much of an issue. 
Warriors have many 
abilities that cost nothing, 
so the only problem is 
when they use spells 
from other classes. 

This is a good vocation 
for the heroes Carver 
and Amos. 




aster of weapons-based combat, able to learn a 
ety of cutting-edge sword abilities. 

■ rriors are slow melee attackers that often have their 
s late In a combat round. Their overall damage is 
: - and this only stands to improve if they eventually 
'.eon toward the gladiator vocation. 


HOW TO PLAY THIS CLASS 


Equip heavy weapons and the best armour you can 
afford. When trying to down single targets, use Falcon 
Slash for safe damage. Another fun trick for high 
damage on round two is to choose Focus Strength 
on round one while someone else Oomphs your 
character. When they let loose on round two, the 
damage is quite high. 






































































Do: 5 ?.s ■. ::s:s r.ealth with each attack, but it's a 
ter z : rc.c r combined with weapons that steal health 
dL-rir.a -za:- a::ac^ a so works well in synch with armour that 


They have more options for area-of-effect attacks and their bonus 
critical rate gives them occasional damage bursts that are quite 
impressive. 


e end of each combat round. 



Hatchet Man is a godly ability 
for hunting metal slimes and 
their cousins. Even though it 
misses a fair amount of the 
time., any single hit should 
score a killing blow. This is 
also a great ability against 
enemies with especially high 
Buff spells. 


Frenzy is a situational ability, 
it's often worthless because 
of its chance to strike an 
ally instead of an enemy. However if you are down to your last 


character (or if you are soloing) it's a gem. That is a rare condition, 
but it's worth considering just in case that ever happens. 



NO CHANGE 


LEG SWEEP 


DODGY DANCE 


S/MASTERY MULTIFISTS 


STRENGTH 


AGILITY 


RESILIENCE 


WISDOM 

STYLE 


INCREASED AGILITY AND LIKELIHOOD Of LANDING 
CRITICAL HITS 

NORMAL [200 BATTLES TO MASTER] 

EAST MELEE TIGHTER 


ATTRIBUTE TABLES 


NO CHANGE 


NO CHANGE 


DESCRIPTION 


A fighter well versed in hand-to-hand techniques that turn 
hands and feet into lethal weapons. 

This vocation has some overlap with warriors but focuses 
on different types of melee fighting. Warriors are superior 
damage dealers for single targets. Martial artists do well 
enough there, but they can't put out quite 
as much direct damage that way. 


Diminished resilience and a lack of the warrior HP bonus means 
that characters in this vocation can not survive as easily, unless 
they're actively using abilities like Dodgy Dance, They're still we 
above spellcasters and support classes. 



}arvw wrilscLstes a roundhouse 



Hero goes for the fuddteguam'e vrtaLs! 




HOW TO PLAY THIS CLASS 


Pressure Pointer and Heave-Ho are a couple of "Hail Mary" 
abilities that you probably won't use unless you run into a 
wandering encounter with an especially troublesome enemy tha: 



you'd like to get out of the 
way. Highly defensive targets 
tike the various turtles, are a 
good choice for these attacks 
Otherwise, these two abilities 
don't get much use. 

Leg Sweep is a mild crowd 
control ability. Your martial 
artist can try to knock a target 
down, sacrificing your attack 
round to prevent someone 
else's. 


Roundhouse Rick is good. With it you can hit an entire group 
for decent damage (without spending any MP), It also doesn't 
take long to iearn this attack, so it's a must-have for any melee 
damage dealers. 

Dodgy Dance is a defensive power. It's almost never needed in 
a random encounter and often has questionable value in boss 
fights because your healers are taking care of damage issues. 









































































Multifists is a fair ability for this vocation. Although it 
won't benefit heavily from Oomph, the attack is still a 
good way to provide strong baseline damage against 
single targets. It's also a decent way to attack metal 
targets, assuming that you don't have Hatchet Man or 
Metal Slash from other vocations. 

With these abilities, your martial artist should attack 
early in a round and attempt to disable or weaken the 
most annoying enemies. Try to target creatures that 
can using sleep- and paralysis-inducing abilities or are 
capable of area-of-effect damage. Leave the high-health 
sluggers for the warriors to bring down. 




VOCATION BENEFIT INCREASED MP 

MASTERY SPEED NORMAL (180 BATTLES TO MASTER) 

PRIMARY FUNCTION AREA-OF-EFFECT DAMAGE 


ABILITY CHART ATTRIBUTE TABLES 



mm 

FRIZZLE, SNOOZE | 

HP 

-40% 


MP 

+10% 

2 

SIZZ, DAZZLE 

STRENGTH 

-40% 

3 

SIZZLE, ZOOM 

AGILITY 

-5% 

4 

FUDDLE, KASAP 

RESILIENCE 

-40% 

S 

BOOM, EVAC 

WISDOM 

+20% 

6 

CRACKLE, DRAIN 

MAGIC 

STYLE 

NO CHANGE 


7 

KASNOOZE 

8/MASTERY 

KASIZZLE, BOUNCE 


DESCRIPTION 

; ^agic user who is able to master a wealth of attack 
~agic. 

'ages are one of the worst vocations in terms of their 
:-::r:butes. This is a job that you should join, learn its 

spells, and then ditch 
once you've learned 
what you need. Zoom 
and Evac are highly 
useful, but they 
are automatically 
learned by your party 
~-.:nbers Milly and Ashlynn. As such, this is more of a 
: b for players who want some area-of-effect damage 
potential. 


It's also a prerequisite for the sage vocation and that's 
really all that a mage should aspire to be. Sages are 
so powerful that all long-term spellcasters should be 
focused on taking priest and mage to the point of 
mastery to open this class. It's that simple. 

HOW TO PLAY THIS CLASS 

Bring mages into combat when there are especially large 
battles with enemies. These spellcasters aren't good in 
boss fights, but they can clear big encounters with just a 
spell or two. 

Boom is a great spell for mid-game because it hits all 
enemies in all groups. When that isn't needed, just use 
your most recent attack spell to lay down the pain. 

Don't spend too much 
time with Drain Magic. 

A carefully prepared 
group shouldn't 
have to siphon MP 
from enemies, and 
the process is time 
consuming. It also 
allows the targets to 
attack your group, 
placing a higher 
burden on the 
healers. 

When you really need to steal magic, have the mage 
Drain Magic while all other party members kill all rival 
creatures. When only the target of the draining remains, 
have the other characters switch to disabling attacks 
to keep the enemy asleep, knocked off their feet, or 
whatever else prevents their attacks. 

Once you master mage, switch to priest, warrior, or 
sage. Warrior grants you access to the armamentalist 
vocation, which is much more fun. Priest opens access 
to the sage vocation and you may want to pursue this 
powerful option. 































































VOCATION MKkFtT INCREASED MP 

MASTERY SPEED FAST ( t SO BATTLES TO MASTER} 

PRIMARY UNCTION HEALING AND DEFEN5JVE AUGMENTATiOH 


ABILITY CHART ATTRIBUTE TABUS 



HP 

-20% 

1 

HEAL, POOF 

MP 

; NO CHANGE 

2 

SQUELCH, WOOSH 

STRENGTH 

-20% 

3 

B(JFf, Fimi 

AGILITY 

j -10% 

4 

MIDHEAL, TINGLE 

RESILIENCE 

! -30% 

m 

WHACK, KABUFf 

WISDOM 

+10% 

A 

SWOOSH 

STYLE 

| NO CHANGE 

H9H 

FULLHEAL, THWACK 



3/MASTERY 

ZING 




DESCRIPTION 


fair amount during the mid-levels, when characters don't have 
enough HP to warrant a FullheaL 



Squelch cures poison and envenom. Both of these states are 
quite detrimental to your characters, especially envenom, Tingle 
cures paralysis, a state that hills the party if all of its members 
become affected. 


A priest in the service of the Goddess, able to heal allies and 
cast protective spells. 



Priests, and later their successors (sages), are a critical part 
of any party that wishes to beat the tougher bosses in the 
game. Early battles require little more than medicinal herbs 
or Heal spells but Mid heal Fullheal, and eventually the sage 

spell Multiheai soon become 
staples in any serious fight 
Without these, you cannot 
comfortably beat many 
tougher enemies. 

Because mastery of the priest 
vocation is required to unlock 
the sage vocation, almost 
every spellcaster should spend 
time as a priest. 

Hevan is perfectly suited to 
life as a priest, as is Healie. 

HOW TO PLAY THIS CLASS 

Priests spend most of their rounds healing, augmenting 
the party's defense, or curing some type of ailment. Their 
offensive options are limited, but they can do some 
damage and have the potential to kill an enemy outright. 

Heal, MidheaL and Pull heal are single-target 
restorative spells. Midheal is 
the least efficient of these, but 
it still can be used a 


Zing is the first-tier resurrection spell. Even though it fails at 
least half the time, it's still a great way to save money and avoid 
problems during dungeon runs. Instead of taking a party member 
back to a church. Zing them until they return to life. If you must 
rest at an inn to restore MF and then continue to Zing. This is 
much cheaper than having the church do the work. 

Whack and Thwack are the instant death spells. They don't 
usually have too high a chance of working, but Whack is still 
useful against enemies with extremely high health, Thwack is 
good against groups, because even one free kill often pays for 
itself. Any more than that is gravy. 


ftabuff is the best defensive spell for early bosses and it isn't 
too bad to use later on either. This raises the party's survivability 
by a considerable margin. Use the spell once or twice in a boss 
encounter, especially if the enemy relies on heavy physical damage! 




VOCATION BENEFIT CAN EASILY DODGE ENEMY ATTACKS 
MASTERY S PIED EXTR EMELY EAST l 1 20 BATTLES TO MASTER) 

PRIMARY FUNCTION MITIGATE ENEMY ATTACKS 

_ 


ABILITY CHART 


■ 



■BHBH 

SULTRY DANCE 

hbhbi 

DODGY DANCE 

MHHBW 

WEIRD DANCE 

4 

FUDOll DANCE 

s 

COP OUT 

6 

BAN DANCE 

ES 

TAP DANCE 

a/MASTERY 

DEATH DANCE 


ATTRIBUTE TABLES 


STRENGTH 


AGILITY 


RESILIENCE 


WISDOM 


STYLE 


-30% 

- 30 % 

+30% 

-40% 

NO CHANGE 

+ 10 % 


DESCRIPTION 

A mover and shaker, master of body gyrations that can help 
allies and throw the enemy into disorder, 









































































This vocation allows a character to use crowd control 
abilities against enemies, even if they have a low count 
of MF at the time, lbs an awful choice for raw damage 

output, but this 
probably isn't a 
long-term vocation 
choice. Instead, 
characters should take 
it to learn the abilities 
that pave the way to 
the luminary' vocation 
down the road. That 
vocation has far better 
stats and even more 
moves to frustrate 
your enemies, 

HOW TO FLAY THIS CLASS" 

I incers should not be put into frontline combat 
"en. Their higher dodge rate is certainly nice, but 
"eir painfully low 
es lienee serves to 
-? -:e their lives a 
: nore dangerous 
* : ■ their luck runs 


- 3d- this is a 
wd i ocation to 
- :r a secondary 
trader—someone 
*: can stay back in 
aravan. They'll 
cain ranks and 
. i and can be brought into combat if you need a 
:: ;: piece of crowd control. 

. : erk that players forget about Is that dancers can 
: : j win the Best-Dressed Contest. Characters in 
5 xation gain a 10% boost to their style rating. As 
r someone trying to make the grade for the contest 
e come a dancer for a short amount of time! This 
: s : entualiy replaced by the luminary vocation. 





ttrre 




VOCATION BENEFIT 


MASTERY SPEED 
PRIMARY FUNCTION 


CAN SOMETIMES STEAL ITEMS FROM 
ENEMIES AFTER BATTLE 
VERY FAST (140 BATTLES TO MASTER) 
GRAB EXTRA LOOT 


ABILITY CHART 


ATTRIBUTE TABLES 




I 

SANDSTORM 


EYE TOR DISTANCE 


STONE'S THROW 


■ 

SHOVE 


STORE YTELIER 

6 

PADFOQT 

7 

HOSE FOB TREASURE 

8/ MASTERY 

SNOOP 



DESCRIPTION 



A nimble sneak who attacks with speed rather than 
strength. Able to learn stealing abilities. 


Thieves are important 
for their abilities. 

With almost worthless 
stats, they're 
another vocation to 
take quickly, learn 
what you can, and 
ditch the vocation 
afterward. If you like 
the ability to get extra 
items after battle, you 
can keep a thief in 
the back line. 



These characters aren't all that tough, learn almost no 
direct attacks and aren't all that great at killing or crippling 



enemies. Their abilities are focused on helping the party 
find treasure, and new locations around the world. 

HOW TO PLAY THIS CLASS ~~ 

Sandstorm is a basic blinding attack. It lowers enemy 
accuracy, but it's rarely worth the time to use it. Other 
characters have better crowd control with just as little 
cost or time invested. Stone's Throw is a more aggressive 
option. Use this to soften groups if you need to send your 
thief into direct combat. 



I 















































































5ho',e s i . pushes an enemy out of combat Reserve 

^ -- -> ’ ?. particular enemy is frustrating to fight. The 

larger or: Del lied but at least they wont keep frustrating you 
; _c:s high-defense enemies or disruptive spellcasters 
are :ne best targets. 



Eye for Distance lets you 
locate various settlements 
and places of importance in 
the wilderness- Use it when 
you need guidance on the 
world map, 



Storey teller reports your 
party's current position in an 
area (the floor and name of 
the dungeon). 


Fadfoot reduces the chance of 
random encounters, if you're 
trying to rush to a boss without 
using HP, then it's a good 
ability to pick up. Anyone who 
learns Fadfoot and Whistle can 
become an ideal member for 
helping the group control the 
encounter rate. 


nose for Treasure tells you 
how many chests are on the 
current floor of your region. 

T urn on Snoop to look for 
hidden items white exploring. 





VOCATION BENEFIT CAN SOMETIMES PUT MONSTERS TO SLEEP OR CAUSE 
THEM TO FLEE BEFORE BATTLE 
MASTERY S PEED FAST {165 « ATTLES TO M ASTER) 

PRIMARY FUNCTION DISRUPT ENEMIES 


ABILITY CHART 




-- 


- 


ATTRIBUTE TABLES 



pil IHIiliMlTi'Ml 

\ m 

NOTHING 

2 

SWEET BREATH jH|B 

3 

POISON breath 


TONGUE BASHING 

wbbssubb 

COOL BREATH 

b 

FLAME BREATH 1 

7 

BURNING BREATH 

i B/MASTERY 

PUFF' 


HP 


MP 


STRENGTH 


AGILITY 


resilience 


WISDOM 


STYLE 



DESCRIPTION 


A master of monsters, able to commune with them and thus 
wield their abilities. 


HOW TO PLAY THIS CLASS 

Monster masters are another one of the classes that you take, 
learn, and leave. The abilities are useful, but they still retain all 
of their utility even after you switch to something more versatile 
or more combative. 





Monster master is almost purely a crowd control vocation, The\ 
have a couple of attack abilities, but their real strength Is in the 
volume of disabling attacks 
they receive* Your character 
will be able to put enemies to 
sleep, poison them, paralyze 
them, or make them cower in 
fear. Learn these abilities and 
take them into a spellcasting 
role later on to save on 
MP while also retaining the 
option to cripple targets on a 
consistent basis. 


This vocation is needed if 
you want to try out the ranger 
vocation later on. 














































































Sweet Breath is a 
sleep attack it puts 
enemies down, 
sometimes for 
multiple rounds. You 
can't trust that it is 
always going to work, 
but it's a great option for something that you learn so 
quickly. 

Poison Breath is almost never good against weaker 
enemies, IPs only worth trying against targets that are 
strong enough to last multiple rounds. Many of those are 
resistant to the poison so it's kind of a catch-22. 

Tongue Bashing is a crowd control ability that seems to 
work more often than 5weet Breath though you must 
xeep using it each round to maintain its effect. The 
target is briefly disabled and rendered defenseless, 
making it easier for other characters to wail on them. 

Toot Breath and Flame Breath are area-oFeffect damage 
tracks, They don't do much damage but they're free, 

: j might think that 
Turning Breath is an 
: ta-of-effect damage 
■::ock as well but 
s another form 
crowd control, 

"vs functions an 
■: anced form of 
: -:et Breath, except 
the effect is 
2 aiysis. Monsters 
' • by this are pretty 
zruch out of the fight. 

’. transforms your character into a dragon causing 
[■-i0 lose control of the person as they make random 
- s each round for the remainder of the battle. 






This might lead to single-target attacks, area-of-effect 
blasts and so forth. It's a dicey ability because you 
might want to use an item on that character or change 
what they're doing. 




VOCATION BENEFIT 

EARNS MORE GOLD AFTER HATTIE 

MASTERY SPUD 

VERY FAST U30 BATTLES TO MASTER) 

PRIMARY FUNCTION 

PARTY SUPPORT AND GOLD ACCRUAL 


ABILITY CHART 


ATTRIBUTE 


XBLES 



Big 

HP 

f NOCHAI 


Shh 

PEEP 

MP 

i -5o% 

MM 

2 

MUSTER STRENGTH 

STRENGTH 

1 - 5 % 


3 

DIG 

AGILITY 

1 -40% 

mm 

4 

WEIRD DANCE 

RESILIENCE 

| -20% 


bhbh 

WAR CRY 

WISDOM 



MM 

BODY SIAM 

STYLE 

| -20% 

BM 

7 

SERVICE CALL 




8 /MASTERY 

CALL TO ARMS 





DESCRIPTION 


A savvy peddler gifted in appraising items and amassing 
funds who can summon certain things too. 


Merchants are good to 
have in the extended 
party when you'd like 
to farm Gold for a 
while. Their bonus 
isn't extreme but it's 
pretty much free. As 
long as you don't hit 
Cali to Arms, they 
pay for themselves 
perfectly weli. 

To unlock the ranger 
vocation you have to 
master this vocation. 



HOW TO PLAY THIS CLASS 

Merchants are more survivable than some of the other 
peripheral vocations. Though still not a major frontiiner, 
they can come forward periodically without being in 
too much danger and their melee output is tepid but 
adequate. 































































VOCATION BENEFIT 
MASTERY SPEED 
PRIMARY FUNCTION 


ADDITIONAL LUCKY DSP EFFECTS BASED ON MASTERY LEVEL 
EAST (155 BATTLES TO MASTER) 

A BIT OF EVEEfYTHJNO 


ABILITY CHART 


ATTRIBUTE TABLES 


Peep lets you look into a treasure chest before opening it. This 
. , Quid help a group avoid mimics and other "false" chests of loot 
but you should not do that. Many of the monster chests/pots have 
loot of their own so avoiding them is a bad move in the long run. 


Muster Strength lets you give up your current round in the hope 
of doing far more damage on the next turn. 


Dig scratches in the dirt, looking for buried loot. 



War Cry is a reliable one-turn crowd control ability, it attempts to 
freeze enemies in fear, allowing the rest of the group to get free 
attacks, ft has a fairly high success rate. 


Body Siam sacrifices the character to deal a high-end attack on 
an enemy. 


A travelling wrour nwdtfnt appMi 1 


Cali to Arms is an area-of- 
effect damage attack. It's not 
especially high strength but 
it's instant and doesn't cost 
any MP. However, it costs a 
substantial sum of money, 
especially if you're high level. 






1 M 

LUCKY DPP 

2 

WHISTLE 

3 

TONGUE LASHING 

4 

PUFF-PUFF | 

5 

NAP 

6 

TONGUE BASHING 1 

7 

FOLLOW SUIT 

8/MASTERY | 

HOCUS FOCUS 



HP 


MP 


STRENGTH 


AGILITY 


RESILIENCE 


WISDOM 


STYLE 


-30% 

- 40 % 


* 30 % 

-40% 

H2G% 

iM% I 





DESCRIPTION 


A jokester whose main business is pleasure. Loves to goof off, 
but can occasionally be helpful. 


Weird Dance lowers the enemy's MP. It's only useful if you're 
facing a creature with low MP and especially dangerous spells. An 
example of this would be mimics and urnexpecteds. These types of 
creatures often use death magic to instantly kill your characters. 


Gadabouts are much more important and effective than you might 
think, A few of their abilities are quite useful, including Whistle, a 
power-leveling masterpiece. Beyond that, they're fun to use. 


Master this vocation, along with dancer, to unlock the luminary 
vocation. 



Service call randomly 
summons an innkeeper 
travelling priest, or one of four 
shopkeepers. 


irwxplic&Ny. Carv 
Iwlsters! 

sr begins 

sboatitg tongue 
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HOW TO PLAY THIS CLASS 


Because of their dismai stats, most gadabouts are used 
temporarily to learn abilities. Afterward, people switch to a more 

powerful job but continue to 



use some of the awesome toys 
they picked up. 


Goowaln Ucte the 

gusljHuster oil ( 

iivsr its foe 


t- --j*rpE= 


=*f|s= 
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Lucky Dip has a number of 
random effects; spin the wheel, 
If you like. This is a fun one 
to try against metal targets. 

Due to their fun-loving nature, 
gadabouts will sometimes use 
lucky dip whether you ask 
them to or not. 
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* ■ $:ie triggers an immediate random encounter as 

, -: .is you are in an appropriate area, it's the single 
y. ability for power leveling and at least one of your 
: zated party members should get it as soon as 
: is ole. It takes little time to acquire- 

:je Lashing is a 
~ : resi crowd control 
i: . It disables 

?;ers briefly and 
; can cast it every 
re ^ id to try and keep 
■ z targets down, 

c 7 iff is.,. It's,,. 

- - ■ :r> it if you'd like 

■ a single target 

* ■ a crowd control 

- that'll take 
■: t out of action for 
i - life. 

:: cuts the character to sleep, allowing them to regain 
■" and MP while the party walks around. They can still 
. tailed upon to cast out of combat spells so it's an 
: - tz ng ability for backup healers. It's even great for 
-: dine characters so long as you replace them with 
zzzkup person or accept that they'll miss a round or 
3i: of combat while they're getting back up to speed, 

": ■:;ue Bashing is similar to Tongue Lashing but the 
n is more exposed w r hile the effect is active. 

r : zw Suit is a retributive strike best used against 
: essive enemies that have been hitting the party hard, 

* :-:js Focus is another random effect ability. This one 
z higher stakes so it's hard to work into your strategy 

major fight. Use it when you're extremely confident 
ziory and want to have fun or if things are going so 
.z , and you're willing to try anything. 





VOCATION BENEFIT 
MASTERY SPEED 
PRIMARY FUNCTION 


CAN SOMETIMES BRUSH OFF ENEMY ATTACKS 
VERY SLOW (250 BATTLES TO MASTER) 
EXTREME MELEE DAMAGE 


ABILITY CHART 


S/MASTERY 


GUST SLASH 
UNDEAD UNDOER 
COP OUT 


Mumsua | 

FLYING KNEE 


DRAGON SLASH 
BOULDER TOSS 
METAL SLASH AND 
+20 STRENGTH AS A 
GLADIATOR 


ATTRIBUTE TABLES 


AGILITY 


RESILIENCE 



EHCBU +1$% 
+ 10 % 
+T0% 
- 20 % 

NO CHANGE 


wife' 


DESCRIPTION 

A master of powerful combat abilities rooted in warrior 
and martial artist traditions. 


Frontline characters like Carver excel at the gladiator 
vocation- Using this job's attribute bonuses, a melee 
person can deal far more damage, The special attacks 
you learn are just icing, because the extra HP and 
strength are all that's needed to make the vocation 
viable. 

Beyond that, 
gladiators survive 
when few others 
would. Their ability 
to shrug off attacks 
comes up quite 
frequently, reducing 
the burden on party healers and extending the amount 
of time the character can dish out damage without 
having to hold back. 

HOW TO PLAY THIS CLASS 

Gladiators go into your main combat party and kick 
enemy rump from here to Sunday. They're some of the 
best frontliners in the game, being rivaled only by heroes 
and dragons for most types of fighting. 


























































G.. r :r in both clearing random encounters and 

pulling down bosses. 

Gust Slash hits a single target 
for Increased damage. It 
doesn't work well on enemies 
that have high magical 
resistance but otherwise it's 
quite nice, 

lndead Undoer does bonus damage against undead* It s quite 
clear when you should be using it! 

Cop Out randomly pushes an enemy attack onto a different 
ally or onto an enemy, it's a moderate technique for mitigating 
damage some of the time. That said, there are usually better 
options that can disable or kill a target instead. 





REQUIRES MASTERY OF WARRIOR AI4D MAGE 


VOCATION BENEFIT 
MASTERY SPEED 
PRIMARY FUNCTION 


greatly INCREASED STRENGTH AND MR 
SlOW (240 BATTLES TO MASTER) 

SOME MELEE DAMAGE WITH HIGH TIER SPELLS 


ABILITY CHART 


ATTRIBUTE TABLES 



lightning slash 


BOUND 

KACRACKIE SLASH 
baioom 


MAGMA BLAST 


HP 

-10% 


MP 


v; "'Vsygi *$*!; 

STRENGTH 

+5% 


AGILITY 

-10% 


RESILIENCE 




NO CHANGE MP 

1 STYLE 

NO CHANGE 



, KAFRimt AND +20 MP AS 

B/MASTERY AN 


DESCRIPTION 

An adept able to wield abilities that combine a warrior's moves 
with a mage's powers. 


Multislice hits all enemies for moderate damage, it's a good ability 
for softening targets in the first round of a random encounter. 



Hying Knee is a decent single-target damage attack. It doesn't 
have many frills but it combines well with a high-attack character 
that has been Oomphed, 


Dragon Slash breaks through high-defense targets and still does 
decent damage to the foe. It's situational but useful to have, 

too many "dragon'' types of enemies in the game so 
use a different attack. 

Boulder Toss Is an area-of- 
effect damage attack. Certain 
types of enemies dodge it 
aimost every time so this isn't 
as reliable as Multislice, 

Metal Slash does reliable 
damage against metal targets. 
Hatchet Man is usually the 
faster killer but someone with 
bad luck on criticals who'd 
prefer to hack them down over 
time can use this instead. 


Armamentalists water down some of the direct attack power of 
a warrior but add in a considerable number of magical benefits. 
Their Oomph spell is a massive augmentation of physical damage 
and their area-obeffect spells knock groups down at high speed. 



This is a perfect ending for a former mage who wants to jump in, 
take down hoards of enemies and stay involved while mopping 
up the remnants. Rather than turning your key melee people into 
armamentalists, have your area-obeffect spellcasters take the plunge 

HOW TO PLAY THIS CLASS 

Armamentalists Oomph allies (or themselves) and use melee 
to destroy bosses or powerful single targets. In fights with more 
enemies, they turn to their area-obeffect spells instead. Because 
of this, there are few times when an armamentalist won't be 
useful. They're versatile, strong on defense and are fun to play. 


















































































As for their abilities, Flame, Lightning and Kacratkle 
Slash are all ways to inflict elemental damage on targets 
using a melee strike. This allows for high single-target 
damage and it helps tremendously if you're facing 
Buffed enemies or creatures with a resistance to 
physical strikes. 

Oomph is a damage augmentation spell. It roughly 
doubles the melee damage output of the affected 
;haracter. Used correctly, the spell pays for itself in a 
single round, especially if you cast it on a slow character 
'hat does more damage than anyone else in the party, 
'his is the # 1 spell to help out in boss fights. You should 
even cast it on your lead damage dealer in boss lights 
■at periodically disrupt magic. It's worth recasting. 



Bound reflects a single magical spell, if you know' that 
particularly troublesome spell is inbound, that can 

be worthwhile. Most 
of the time it's more 
of a backseat ability 
compared with the 
class' direct damage. 


Magma Blast does 
-: derate damage against all of your opponents. It's a 
recent upgrade to Boom. 


Bazoom throws 
monsters out of 
combat. It's funny 
to watch but it 
sometimes has a hard 
time staying on target. 


■ drizzle Is an anti-boss ability that does higher damage 
nst single targets than spellcasters can usually put 
Be careful of targets that have their own Bounce 
erects and try not to fry yourself! 





VOCATION BENEFIT 
MASTERY SPUD 
PRIMARY FUNCTION 


CAN SOMETIMES STRIKE ENEMY WEAK POINTS 
VERY SCOW (260 BATTLES TO MASTER) 
MELEE COMBAT AND DAMAGE MITIGATION 


ABILITY CHART 


ATTRIBUTE TABLES 




1 

selflessness 

2 

THIN AIR 

3 

double UP 

4 

K AS WOOSH ^ 

5 

jftAGIC BARRIER^® 

6 

FORBEARANCE 

7 

KERPLUNK 

8/ MASTERY 

PEARLY GATES AND 
+20 HP AS A PALADIN 


HP 


MP 


STRENGTH 


AGILITY 


RESILIENCE 


WISDOM 


STYLE 


yNO CHANGE $T 

NO CHANGE 
+ 10 % 

| + 15 % 

NO CHANGE 
+15% 

NO CHANGE 


DESCRIPTION 


A righteous warrior whose abilities combine martial 
artist attacks with a priest's protective powers. 

Paladins stay in the 
main party, dealing 
melee damage 
against single targets 
and light area-of-effect 
damage in bigger 
fights. They can 
protect other party 
members though this 
isn't needed as often 
in Dragon Quest VI as 
in some other titles 
from the series. 

Because paladins maintain high wisdom and reasonable 
MP, they're a wonderful choice for melee brawlers that 
aiso want to act as spellcasters. 

HOW TO PLAY THIS CLASS~ 

You can play paladins in many ways. Though they aren't 
as magic friendly as sages, they're still pretty amazing. 

You can have a survivable melee attacker that still uses 
potent healing spells or attack magic learned from another 
vocation. 
























































So, leave your paladin in the combat party and decide what you 
want at any given time. Melee attacks? Kabuff work? Area-of- 
effeet output? Whatever you decide, the paladin will do it and do 
it well. They're a jack-of-all-trades choice. 


Selflessness lets the paladin choose another character. If that 
person is attacked in the next round, the paladin will step in and 
block the attack (using their own defense and health to absorb 
the blow). If someone is especially low on health and you can't 
shift them out of the combat party for a few turns, this is an 
acceptable option. 



Thin Air is an elemental attack that hits enemies in all groups, 
it's not a High-damage maneuver but you can assist others who 
are already using area-oTeffect attacks. 


Double Up lets the character attack before others get to go in a 
given round. It allows the user to strike with greatly increased 
damage but their defense is dramatically reduced as well. Cursed 
equipment that lowers agility but raises defense is a wonderful 
combination with this ability, Kaswoosh does a sizable amount 
of damage to a given enemy group. 

Magic Barrier lowers the 
damage of enemy spells. 

It's a great tool in random 
encounters with multiple 
casters or something to use 
in boss fights, especially if the 
enemy doesn't have Disruptive 
Wave. 

forbearance guards an ally 
from both physical and 
magical attacks. Its use is 
similar to Selflessness though 
it guards the ally from a wider 
variety of effects. 


Kerplunk sacrifices the paladin (taking them to zero health 
instantly) but revives and heals all other party members. You 
couldn't ask for a better spell to get out of severe trouble, 
especially in the end-game boss fights. 

Pearly Gates hits ail enemy targets in all groups, it does fair 
damage. 



VOCATION BENEFIT SPIUS COST SLIGHTLY FEWER MP 

MASTERY SPIED VERY SLOW {270 BATTLES TO MASTER) 

PRIMARY FUNCTION SPELLCASTING SUPREMACY 


ABILITY CHART ATTRIBUTi TABL£S 



. ... 

- 20 % 

i M 

ABSORB MAGIC 

MP 

| +20% 

2 

IKSULATLE 

STRENGTH 

| -30% 


BA ZOOM, OOMPH 

AGILITY 

! 

4 

TIDAL WAVE, SUMMON BB 

RESILIENCE 

| - 20 % 

5 

MULTIHEAL, FISSURE 

WISDOM 

| +20% 

6 

RAZING, RACRACKLI 

STYLE 

| NO CHANGE 

7 

MAGIC BARRIER, KAMIKAZE 

8 /MASTERY 

KAfiOOM, KATHWACK AND 
+20 TO MP AS A SAGE 


DESCRIPTION 


A master of attack and recovery magic. Also able to summon the 
power of the spirits. 

Sages take the best of mage and priest magic and continue to 
push forward in this aspect of gameplay. They can hea! like few 
others, and their damage output against some types of creatures 
is quite high. On the whole, you should have at least one sage 
For your party. It would be even better to have two of them 
working in concert. This way, you can counter almost any level of 
enemy damage output. 
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HOW TO PLAY THIS CLASS 

By the time you get to sages, it's possible to have these characters 
act as out of combat healers during the wandering encounter 
phase of many dungeons. 




























































Then, when it's time 
Tor a boss fight, you 
swap in one or two 
sages and have them 
heal through the worst 
of the damage, Using 
a mix of Fullheal and 
Multiheal, sages make 
most party members 
practically unkillable 
unless a death effect 
or some type of crowd 
control is used. 

' osorb magic takes MF from spells that are cast at the 
sen It isn't often needed, especially if you cast spells 
:: nservatively or use the Nap ability from time spent as 
: gadabout, 

■ s jiatle reduces damage from fire and ice attacks. 

orks especially well if combined with armour and 
- elds that do the same thing. Use this in boss fights as 
-: as Disruptive Wave isn't being cast often. 

lizoom throws monsters out of combat, lbs funny 
atch but it sometimes has a hard time staying on 




I 71 ph is a damage augmentation spell, it roughly 
: oles the melee damage output of the affected 
sracter. Used correctly, the spell pays for itself in a 
f ~: e round, especially if you cast it on a slow character 
r r_ does more damage than anyone else in the party. 

Wave does a large amount of damage to all 
e imies if it succeeds. There is a chance that this spell 
: work when it is cast, 

-mon brings a magical ally to assist in the battle, 

neal is a game-changing spell that casts a Midheal 
* _ ery member of the party including non-com bat 
- - oers in the rear lines. Using this, you can heal 
: :ie that are swapped out and avoiding combat for 
i:; jple of rounds. You also counter powerful enemy 
. ibeffect attacks without needing multiple healers, 

SW 


Fissure tries to suck enemies into the earth, killing them 
if it succeeds. 

Kazing instantly resurrects a deceased target bringing 
them to full health. It has a 100% chance of success, 
making it infinitely better for combative situations than 
regular Zing, Even 
outside of combat 
it's a far better use of 
your MF. 

Kacrackle is an 
area-of-effect damage 
ability. It does a 
sizable amount of 
damage and it's much 
more reliable than 
spells like Tidal Wave, 

Magic Barrier lowers 
the damage of enemy spells. It's a great tool In random 
encounters with multiple casters or something to use 
in boss lights, especially if the enemy doesn't have 
Disruptive Wave, 

Kamikaze kills the user but does a strong amount of 
damage to the enemies, it's the type of ability you use 
as a last-ditch maneuver before swapping the dead 
spellcaster out for a rear line character. 

Kaboom is an amazing area-of-effect spell that shreds 
random encounters. 

Kathwack is a death spell that tries to affect every 
enemy target. 




































f RANGER 
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The fights wouldn't be worth much Gold or experience anyway so 
skipping them is a good thing. 


VOCATION BENEFIT CAN EASILY RUM FROM ENEMIES 

HAAS TE R T 5 P E E 0 HOfi MAt (2 00 BATTLE £ TO MASTER} 

PRIMARY FUNCTION PARTY SUPPORT 


ABILITY CHART ATTRIBUTE TABLES 



DESCRIPTION 

A tracker able to control wind, fog, and other natural elements. 



Venom Mist does damage to 
all enemies and attempts to 
poison them as well. Poison, 
by itself, isn't worth much 
time, however, this ability 
does enough base damage 
that it's worthwhile in bigger 
fights. 

Safe Passage lets your party 
walk over marsh tiles, lava 
and other traps without taking 
damage. Though you don't 


Rangers are usually one of the peripheral vocations in Dragon Quest 
games. Though they have useful abilities, it's harder to fit them into 
your routine (compared with a sage, gladiator paladin, etc.). 


take too much from these 

squares anyway, it's still nice to avoid the hassle of having to heal 
afterward. 




Despite having extremely 
high requirements, this class 
is not an end-game vocation. 

Instead, it's another line that 
you should run through to 
grab a few things and then 
leave for greener pastures. 

HOW TO PLAY THIS CLASS 

The best way to play a ranger is not to play as a ranger. 
Get Defending Champion and Backdraft while hiding out 
in the rear of the party. Then, when you switch to a hero 
or paladin, use abilities like these to keep the group safe. 
Ranger abilities are good but these characters get torn up 
pretty badly when they try to hold the spotlight. 

Holy Protection avoids random encounters with low-level 
enemies. This is a good time saver when you're trying to 
rush through previous areas to explore. 


Stomp does a moderate 
amount of damage to all 
enemies. 

Dazzleflash attempts to blind 
all targets and reduce their 
accuracy in melee combat, 
it has little utility for many 
encounters because high-power 
melee enemies (i.e„ bosses) are 
often immune to its effect. Save 
this for fights against random 
monsters that deal extremely 
high damage. 

Defending Champion allows the character to protect the entire 
party for that round. 

Pyre o' Fire does higher damage to a single target. It's a basic 
damage spell. 

Backdraft reflects fire- and ice-based breath attacks. Use this to 
stop enemy speilcasters that use heavy area-of-effect attacks 
against your party. Mot only will you save time healing later but the 
damage being reflected shortens the encounters! 
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VOCATION BENEFIT 


MASTERY SPEED 
PRIMARY FUNCTION 


CAN SOMETIMES CAPTURE THE ATTENTION 
OF ENEMIES, FREEZING THEM IN PLACE 
SLOW (220 BATTLES TO MASTER } 

DISABLE ENEMIES AND SAVE ALLIES 


ABILITY CHART 

... r * 1 


— 




■m 

DAZZLEFLASH 

2 

KACLANG 

3 

LIGHTNING 

4 

KERPLUNK DANCE 

5 

SPOOKY AURA 

6 

HUSTLE DANCE 

7 

HARVEST MOON 

S/MASTERY 

SONG OF SALVATION 
AND +15 STYLE A5 A 
LUMINARY 


ATTRIBUTE TABLES 


- 20 % 

§&a% 

- 20 % 

-T0% 

-T0% 

NO CHANGE 

+ 15 % 


STRENGTH 


AGILITY 


RESILIENCE 


WISDOM 


STYLE 


DESCRIPTION 

4 star amongst stars, able to rally allies with a variety of 
spiring dances and songs. 


binaries learn several abilities that are game 
ranging. Much like sages, they can pull the party back 
: n the jaws of defeat and it isn't even that difficult for 
cm. With a mix of crowd control, enemy mitigation 

and advanced healing 
and resurrection, 
these guys are total 
team players. 


>:£«Tse corporal A exp?rtfy avoids the aural 




Also, luminaries are 
even better at the 
Best-Dressed Contest 
than dancers. Their 
innate style bonus 
eventually combines 
with a master bonus 
that makes it possible 
. in even the highest tiers of the contest with a much 
er style score. 


HOW TO PLAY THIS CLASS 


If you aren't in the Best-Dressed Contest, the luminary 
doesn't have good enough stats to Keep in the combat 
party for long—master this vocation then switch to 
something else. Due to the extremely low MR cost of 
their sKillset, this 
vocation is especially 
useful for characters 
such as Ashiynn 
who use magic burst 
frequently. 

Dazzleflash attempts 
to blind all targets 
and reduce their 
accuracy in melee 
combat, It has little 
utility for many 
encounters because 
high-power melee 
enemies (i,e., bosses) 
are often immune 
to iLs effect. Save 
this for fights against 
random monsters that 
deal extremely high 
damage. 

Kaclang turns your 
entire party into steel, 
making them immune 
to pretty much anything. The downside is that they 
won't get to attack until they soften again. Hit Kaclang 
after enemies spend their round powering up. You know 
that the next round will be rough, so why not skip it? 
Kaclang is cast before any attacks, including Mercurial 
Strike and Double Up. 

Lightning does minor damage to a target. 



r: luminaries during Jong treks away from the comfort 
■ inn for free healing, through Hustle Dance, 

. c .unk Dance, and Song of Salvation. These abilities 
universally wonderful. 


Kerplunk Dance sacrifices the character to resurrect all 
fallen allies. 

Spooky Aura reduces the magical attack potential of all 
affected enemies. ILs hard to use against bosses. 




























































Hustle Dance restores health to all members of the party. Used 
in cor - ~ :h Multiheal, this can help people recover from 

even catastrophic areaof-effect damage. 

nan, es: Moon does damage to all enemy targets. 

Song of Saltation revives all fallen allies without having to 
sacrifice the spelicaster, Be warned: this spell brings the targets 
back with little health, 



They're superb during the 
boss fight at the end of the 
Fimgeon since it's a timed 
battle and you need to pile on 
damage without healing any 
more than is necessary. 





VOCATION BENEFIT 

Ini —MW — I—IIWPB 

RECOVERS HP EACH TURN (INCREASES WITH HIGHER 


MASTERY RANKS) 

MASTERY SPEED 

VERY FAST (150 BATTLES TO MASTER) 

PRIMARY FUNCTION 

DEAL HIGH DAMAGE 


— 


ABILITY CHART 


ATTRIBUTE TABLES 


MP 


STRENGTH 


AGILITY 


RESIDENCE 


WISDOM 


STYLE 


+ 10 % 
mam 
| + 10 % 

I NO CHANGE 
1 NO CHANGE 
+ 15 % 
t +15% 


ftaclang turns your entire party into steel, making them immune 
to pretty much anything. Unfortunately, they won't get to attack 
until they soften again. Hit Kaciang after enemies spend their 
round powering up. Why not skip the next round if you know it's 
going to be bad? ftaclang is cast before any attacks, including 
Mercurial Strike and Double Up. 


Disruptive Wave rips the magical effects off of the enemies 
you're facing. Bosses that rely on Buff to make themselves strong 
against melee should get this as a rapid response. It's also good 
for exposing enemies that reflect your magic back at you. 


Zap does moderate damage to all enemies. By the time most people 
are heroes, they have better (or cheaper) areaoFeffect options. 


ftazap does decent damage 
though it's only to a single 
enemy group. The real fun 
doesn't come for a couple 
more ranks. 


Meditation is a self-heal for a 
considerable amount of health 
(500 HP), It's essentially a free 
Fuliheai that the hero can use 
on themselves. 


Gigaslash is a boss killer. It 


does immense single-target 
damage and few abilities rival it. Use this to beat late game 
targets. Its only downside is the relatively high MP cost so save 
your magic on heroes to ensure that you have plenty left at 
the end of a dungeon. 


DESCRIPTION 


Heroes are hard to unlock except with your primary character. 
This is fair, because the vocation is one of the most powerful 
in the game. You end up without any weaknesses and the self- 

healing makes a big difference 
during long encounters. 

Heroes also get extremely high 
damage, whether it's single¬ 
target or area-of-effect attacks. 
They're pretty much perfect. 


HOW TO PLAY THIS CLASS 

Stay in the combative party and slaughter everything in 
your path. Heroes won't need as much healing and 

they can do enough burst damage against 
single targets to kill even the 
meanest bosses in the game. 


A legendary vocation blessed with the power to smite darkness. 
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VOCATION BENEFIT 

INCREASES THE LIKELIHOOD OF CATCHING 
ENEMIES OFF-GUARD 

MASTERY SPEED 

EXTREMELY SLOW {2SO BATTLES TO MASTER} 

PRIMARY FUNCTION 

SUPREME MELEE ABILITY AND AREA-OF- 
EFFECT ATTACKS 


ABILITY CHART 


ATTRIBUTE TABLES 



+30% 

i MP 

| -20% 

ft STRENGTH 

| +20% 

1 AGILITY 

-20% 

la'Hwmai + 20 % 

■ WISDOM 

j -10% 

STYLE 

NO CHANGE 


8/MASTIRY 


Lightning Storm is a high-end area-of-effect spell, it's 
usually best to save the area-of-effect attacks for your 
spellcasters and letting the heroes hold back for single 
targets. Still this spell looks awesome so it's fun to 
cast from time to time. This is better if your hero has 
MP-recovering abilities such as Map, 

Kazapple unites the group to deal lightning damage to 
a single target, it's not a great option uniess the target 
is well defended. You can normally do more damage 
separately. 


DESCRIPTION 


HOW TO PLAY THIS CLASS 


Dragons stay in the combative party and kill everything. 
They're great for random encounters because they can 
breathe every single 
round without fail. 

They then help with 
boss fights because 
of their indomitable 
strength and HP You 
can't go wrong. 


These breath 
weapons all function 
in the same manner. 

You breathe, 
everything takes 
damage (unless 
they're immune, which isn't too common). As your 
character gains new ranks, the breath weapons just get 
better and better, until finally you have C-C-Coid Breath 
and get a free, high-end area-of-effect skill. 


A beastly attacker, able to mow down scores of enemies 
Aith mighty breath-based abilities. 


With only one exception, your characters cannot become 
dragons without picking up a scroll called Dragonic 

Diligence. Once 
you've found one or 
more copies of that 
scroll, give it to the 
person In question 
and let them start on 


their new path. 


This vocation has free area-of-effect attacks that end up 
doing high damage. It also has the attributes to enable 
massive melee potential Though it's on the weaker side 
for speilcasting, this vocation is otherwise perfect. 
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KhGHLY RESISTANT TO MAGICAL DAMAGE 


££*£££• 

EXTREMELY SLOW (300 BATTLES TO MASTER) 



SURVIVE MAGICAL ONSLAUGHTS 



ABIIFFY CHART 


ATTRIBUTE TABLES 







mmm In .— 

HP 

-8o% 

1H 

NOTHING 1 

1 ',0 -v l j 

MP 

-30% 

i 

| KACLANG 

1 /■..! 

STRENGTH 

-40% 


NOTHING l 



+100% 

4 

ZOOM 

' ■’ 

resilience 

+1 00% 

S 

NOTHING 


WISDOM 

-20% 

4 

MAGIC BURST 

STYLE 

NO CHANGE 


l/BUSTEBT 


LIGHTNING STORM mm 
BIG BAHGA AND BOTH FULL 
IMMUNITY TO OFFENSIVE 
MAGIC AND 100 MORE HP 
AS A LIQUID METAL SLIME 


ligi 


■MR 


In addition, you have a 
character that can master 
a class that makes them 
immune to almost everything 
in the game. They're hard to 
kill in melee despite their low 
health and with mastery they 
learn how to dodge magic. 

ftaciang turns your entire 
party into steel making them 
immune to pretty much 
anything. The downside is that 
they won't get to attack until they 




soften again. Hit Kaclang after 


DESCRIPTION 


enemies spend their round powering up. You know' that the next 


A weak vocation at first but persistent pupils learn a variety of 
powerful spells. 


round will be rough so why not skip it? Kadang is cast before any 
attacks, including Mercurial Strike and Double Up. 



Liquid metal slime can t be taken until after you've completed 
the normal game, except by Mercury , During the late stages of 
the credits you see one of the party members going back into a 
dungeon from much earlier in the story. Watch where they go and 
then return to that place once you have your character back. Dig 
in that dungeon to uncover the Liquid Metal Mind, a scroll that 
allows the bearer to learn the abilities of this vocation. 


HOW TO PLAY THIS CLASS 


5 c:: : : . to level your vocation but having an extra 

; "ac'c Burst is extremely cool. This spell helps you 
re er. ±e. optional final boss much more easily. It can cut a 
turn 0off of your fight and that might be enough to get 
■he special ending! 


Magic Durst uses all of the caster's MP in a single, massive 
explosion. The damage output is phenomenal, especially at high 
levels. This is the best w r ay to use a former Luminary during a 
particularly rough boss fight. Detonate the enemies with a Magic 
Durst then start dancing! 

Lightning Storm is a high-end area-of-effect spell While the 
heroes hold back for single targets, dedicated spellcasters will 
find much use out of this skill. This is better if your hero has 
MP-recovering abilities such as Map, 

Big Banga does high damage to all enemies, it's the final step on 
the Boom line of spells. 
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MP Cost: 10 

Learned by: Mage (Rank 8) 

Scorches a group of enemies with 
blazing hellfire. 


HP Cost: 4 

Learned by: flevan (Level 15), 

Priest (Rank 6) 

Slices through a group of enemies with 
a powerful whirlwind. 


H P Cost: 8 

Learned by: Paladin {Rank 4) 

Slices through a group of enemies with 
a ferocious whirlwind. 


HP Cost; 3 

Learned by: Hilly (Level 9) 

Pierces a single enemy with razor-sharp 
icicles. 


HP Cost: 5 

Learned by. Hage (Rank 6) 

Rips into a group of enemies with sharp 
icicles. 


HP Cost: 5 

Learned by: Hilly (Level 15) 

Damages all enemies with a small 
explosion. 


MF Cost: 12 

learned by: Sage (Rank 6) 

Lacerates all enemies with a raw volley 
of rasping ice, 


HP Cost: 8 

Learned by: Hage (Rank 5) 

Engulfs ail enemies in a large explosion. 


HP Cost: 2 

Learned by: Nevan (Already known). 
Priest (Rank 2) 

Slices through a group of enemies with 
a small whirlwind. 


HP Cost: 15 

Learned by: Sage (Rank 8) 

blasts all enemies with an incredibly 
violent explosion. 


FRIZZLE 


CRACKLE 


BANG 




BOOM 


WOOSH 


____ 

DATTLE OPELLS 




> *7 Cost: 2 

-earned by: Ashlynn (Already known) 

~ res a single enemy with a small 

ire ball 


Me KASWOOSH 


_ :rned by; Goober (Already known), 
v age Rank 1) 

: - “sa single enemy with a large 
freball. 


KAFRIZZLE 


■ Cost; 10 

^earned by: Armamentalist (Rank 8) 

■ r: aerates a single enemy with an 
enormous fireball. 


■ Earned by: Ashiynn (Level 6), Hercyry 
> r eady known), Hage (Rank 2) 

‘ r ies a group of enemies with a 
: aiing fire. 


-earned by; Ashlynn (Level 16),Goober 
-.ready known), Mage (Rank 3) 

i ams a group of enemies with a blazing 
vail of fire. 


SPELLS 


ABILITIES 



























































MP Cost; l 

Learned by; Sage {Rank 8} 

Do out with a bang,.,and have a bias: 
doing it] This kills off the spellcaster be 
it has the possibility of taking out all of 
the enemies. The party does not earn 
experience for defeating monsters in 
this manner. 


HP Cost; 4 

Learned by: Tie van (Level 21), Priest 
(Rank 5) 

A cursed incantation that sends an 
enemy to the hereafter 


MF Cost; 6 

Learned by: The Hero 
(Prince of Somnta event) 

Calls down lightning on all enemies. 


HP Cost; 15 

Learned by: Hero (Rank 4) 

Calls down powerful thunderbolts on a 
group of enemies. 


MF Cost: 7 

Learned by: Priest (Rank 7) 

An incantation that sends a group of 
enemies to the hereafter. 


MF Cost: 18 

Learned by: Monster Master (Rank 8) 

Transform into a fire breathing dragon 
The dragon performs one of the 
following actions; Flame Breath, Chilly 
Breath or daw slash. 


MP Cost; 15 

Learned by; Sage (Rank 8} 

A cursed incantation that sends all 
enemies to the hereafter, 


HP Cost; 10 

Learned by: Hero [Rank 8) 

Draws on the party's combined power 
to zap a single enemy. This requires 10 
MF from each party member in battle 
i you must have four characters in battle 
with at least 10 HP to use). 


Crowd Control Spells 


MP Cost: 5 

Learned by: The Hero (Level 7), Ashlynr 
(Already known) 

Reduces the defence of a single, enemy 


MF Cost: 5 

Learned by: Ashlynn (Level 18), 

Mage (Rank 4) 

Sends a group of enemies into a state 
of confusion. 


MF Cost: 1 

Learned by: Hevan (Already known). 
Priest (Rank 1) 

Makes undead souls vanish in a flash of 
tight. 


MP Cost: 4 

Learned by: Ashlynn (Level 12), 
Mage (Rank 4) 

Reduces the defence of a group of 
enemies. 


MP Cost; 5 

Learned by: Milly (Level 6), Ashlynn 
(Already known). Mage (Rank 2) 

Envelops a group of enemies in 
illusions. 


MP Cost: 8 

Learned by: Armamentalist (Rank 6), 
Sage (Rank 3) 

Sends foes flying to a faraway location 


MP Cost: 2 

Learned by: Milly (Already known), 
Priest (Rank 5) 

Raises the defence of a single party 
member. 


MP Cost: 3 

Learned by: Hevan (Level 11), 

Priest (Rank 3) 

Prevents the enemy from using magic. 


MP Cost: 3 

Learned by; Milly (Level 11), Ashlynn 
(Already known), Goober (Already 
known). Mage (Rank 1) 

Puts a group of enemies to sleep. 


MP Cosh 0 

Learned by: Ashlynn (Level 14), 
Qoowain (Level 3), Mage (Rank 6) 

Steals MP from a single enemy. 


MP Cost; 3 

Learned by; Milly (Level 18), Goober 
(Already known), Goowain (Level 8), 
Shelley (Already known). Priest (Rank 5 

Raises the defence of all party members 


MP Cost: 5 

Learned by: Mage (Rank 7) 

Puts a group of enemies into a deep sleep. 


WHACK 


THWACK 


KAZAP 


FUDDLE 


BAZOO IM 


BUFF 


KABUFF 


DRAIN MAOIC 


KASNOOZE 
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MF Cost; 2 

Learned by: Mercury (Level 3), Luminary 
(Rank 2), Hero (Rank I), Liquid Metal 
Slime (Rank 2) 

Turns the party to steel impervious to 
any outside influence, In this state, the 
party is unable to perform any actions 
but this can be useful when you are 
expecting a big attack. 


Restorative Spells 


MF Cost: 2 

Learned by: Hevan (Level 17), 

Friest (Rank 4) 

Cures all party members of the effects 
of sleep and paralysis. 


MF Cost: 10 

Learned by: He van (Level 13), Kingsley 
(Already known), Friest (Rank 8) 

Occasionally resurrects a fallen ally with 
half ffF restored, This spell can also be 
used in the field. 


MF Cost: 20 

Learned by: lizzie (Level 25} r Curie 
(Level 17), Kingsley (Level 15), 

Sage(Rank 6) 

Resurrects a fallen ally to full health. 
This spell can also be used in the field. 


MF Cost: All 

Learned by: Faladin (Rank 7) 

Sacrifice speilcaster's life to resurrect 
all other party members. 




OOMPH 


ABSORB MAGIC 


BOUND 


TINGLE 


ZING 


RAZING 


KERPLUNK 


MAGIC BARRIER 


BOUNCE 


INSULATLE 


HEAL 


MULTIHEAL 


OMNIHEAL 


MIDHEAL 


SQUELCH 


rULLIIEAL 


- "? Cost: 6 


■ -tamed by: Armamentalist {Rank 2), 
5age i Rank 3) 

- I: ^ bles the attack power of a single 
zarv\ member. 


* MF Cost: 2 

* Learned by; Sage (Rank 1) 

* Absorbs the MF of an incoming spell. 


- Cost: 4 

• ..earned by: Armamentalist (Rank 4) 

* *: ms a protective barrier that reflects a 
ssgle spell. 


* MF Cost: 3 


Learned by: Paladin (Rank 5), 

Sage (Rank 7) 

Forms a protective barrier that reduces 
the efficacy of enemy spells. 


* MF Cost: 36 


* MF Cost: 2 

* Learned by: Hilly (Already known), 
Hevan (Already known), 

Friest (Rank 2) 

* Cures a single ally of the effects of 
poison. This spell can also be used in 
the field. 


* MF Cost: 18 


■ W Cost: 4 

- -earned by: Mage (Rank 8) 

T : rms a protective barrier that reflects 
*1 spells. 


- Cost: 5 


- earned by: Miliy (Level 13), Hevan 
Veady known). Goober (Already 

feown), Healie (Level 9), Curie (Level 
: Kingsley (Already known), 

T ~est Rank 4) 

- ^esores at least 75 HF to a single ally. 

s spell can also be used in the field. 


* Cost: 7 


■ -earned by; Hevan (Level 19), Healie 
el 15), Curie (Already known), 
Priest :Rank 7) 


- - estores all HF to a single ally. This 
sped can also be used in the field, 


Learned by: Healie (Level 23), Curie 
(Level 50) 

Restores all HF to all party members. 


* Learned by: Healie (Level 18), Curie 
(Level 20), Sage (Rank 5) 

* Restores at least 100 HP to all parly 
members. This spell can also be used 
in the field. 


MF Cost: 3 


Learned by: Sage (Rank 2) 

Protects all party members from fire- 
based or ice-based attacks. 


Cost 


fetores at least 30 HP to a single ally, 
s spell can also be used in the field. 




- -earned by: The Hero (Level 4), Miliy 
-.ready known), Hevan (Already 
to: wnb Amos (Already known) r 
Gcowain (Already known), Healie 
A ready known), Kingsley (Already 
tescwnl Friest (Rank 1) 



























Miscellaneous Spells 


'IP Cost: 20 

Learned by: Kingsley (Level 20), Gadabout (Rank 8) 

Take a chance with Lady Luck! Only she knows what will happen. There are several possible actions when selecting Hocus Focus. 
The party could all morph into giant dragons or something even scarier and frighten the enemy away. Everyone in the battle could 
recover IIP or lose all of their MP. It could cause meteors to fall onto the battlefield taking everyone's HP down to I or cast Dark 
Haze, it can even cause time to flow backwards and reset the fight. 


Field Spells 


MF Cast; 2 

Learned by: Thief {Rank 5) 

Reveals which level of a building or 
dungeon the user is currently on. 


MP Cost: 2 

Learned by: Ranger (Rank 3) 

Travel with impunity across terrain that 
would otherwise cause harm. Use this 
spell to safely traverse the dangerous 
lava and electric grounds. 


MP Cost: { 

Learned by: The Hero [Level 8), Ashlynn 
(Level 8), Mercury (Level 5), Mage 
(Rank 3), Liquid Metal Slime (Rank 4) 

Use in the field to return instantly to 
various previously-visited locations. 


MP Cost: 2 

Learned by: Thief (Rank 8) 

Locates hidden curiosities through the 
power of magic. 


MP Cost: 1 

Learned by: The Hero (Level 6), 
Merchant(Rank 1) 

Reveals the nature of the treasure In a 
chest. 


MP Cost: 8 

Learned by: Milly (Level 7), Ashlynn 
(Level 10), Mage [Rank 5} 

Exit instantly from dungeons, caves and 
towers. 


MP Cost: 4 

Learned by: Ranger {Rank i) 

Generates a holy aura that keeps 
weaker monsters away. 


Battle Abilities 


MP Cost: 0 

Learned by: Armamentalist (Rank I) 

An attack that channels the power of a 
raging fire. 


MP Cost: 0 

Learned by: Armamentalist [Rank 3) 
An attack that channels the power of 
fierce lightning. 


MF Cost: 0 

Learned by: Terry (Already known), 
Warrior (Rank 5) 

Strike an enemy before anyone else 
can act. 


STOREYTELLER 


ZOOM 


SNOOP 


EVAC 


HOLY 

5 PROTECTION 




LIGHTNING 
Z SLASH 


FLAME SLASH 


MERCURIAL 
5 THRUST 


















MF Cost: 0 

Learned by: Terry (Already Known) 

A vicious four-hit strike on a random 
enemy. 


enemies. 


MP Cost: 0 

Learned by: Luminary (Rank 7) 

Launch into a whirling attack against all 
enemies, 


enemies. 


MP Cost: 0 

Learned by: Gladiator (Rank 7) 

Showers all enemies with enormous 
boulders. 


MP Cost: 50 

Learned by: Mercury (Level 14), 

Liquid Metal Slime (Rank 8) 

An enormous explosion that consumes 
everything in its path. 


MP Cost: 0 

Learned by: Terry (Already Known), 
Lizzie (Level 9), Warrior (Rank 8) 

An unpredictable attack that can land 
a critical hit. When you face a metal 
king slime, have four warriors use this 
attack-hopefully one will land that 
critical hit. 


ROUNDHOUSE 
? KICK j 


BOULDER TOSS 


BIG BANG A 


MF Cost: 0 

.earned by: Arm amenta list (Rank 5) 

A- attack that channels the power of a 
sxribie ice storm. 


GUST SLASH 


.earned by: Terry (Already known), 

L adiator (Rank 1) 

- attack that channels the power of a 
instructive whirlwind. 


FALCON SLASH 


.earned by: Terry (Already known), 
_i 2 ie (Already known), Goowain 
Mvel 25), Warrior (Rank 7) 

1 double slicing attack, faster than a 
2 _: on on the wing. 


MF Cost: Q 

.earned by: Terry (Already known). 
Barrier (Rank 4) 

Leals heavy damage to an enemy but 
.lsg hurts the user 


UNDEAD UNDOER 


Cost: 0 

Learned by: Gladiator (Rank 2) 

; - attack that excels at expelling the 


dragon Slash; 


Mr Cost: 0 

.earned by: Gladiator {Rank 6) 

An attack that pierces even dragon's 


MF Cost: 0 

Learned by: Lizzie (Level 20), 

Gladiator (Rank 8) 

An attack that carves through even 
metal-bodied enemies. This attack Is 
much more effective against metal 
slimes than a regular attack. It works 
fine against king metal slimes but even 
the small chance of landing the Hatchet 
Man makes that attack more rewarding. 


FLYING KNEE 


MP Cost: 0 

Learned by: Carver (Level 5), 
Gladiator (Rank 5) 

A jumping attack that delivers a bone¬ 
crunching knee. 


MP Cost; 0 

Learned by; Carver (Carpenter's Son 
event), Terry (Already known), Martial 
Artist (Rank 5) 

A powerfully focused and damaging 
bare-fisted strike. 


DOUBLE UP 


Learned by: Carver (Level 14), Spot 
(Level 17), Paladin (Rank 5) 

Ditches defence to increase attacks. 
This is great when you think the extra 
damage will finish the fight or if you 
can have someone else cover the user. 
It leaves that party member extremely 
vulnerable to attack. 


FRENZY 


Learned by: Teny (Already known), 
Warrior (Rank 6) 

An Indiscriminate attack against friend 
and foe alike, 


HATCHET MAN 


Learned by: Terry (Already known), 
Martial Artist (Rank 2) 

A circular kick that pummels a single 
group of enemies. 


Nf■ it rwM 
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MULT 

[SLICE 


MF Cost: 0 

Learned by; Gladiator (Rank 4) 

A flurry of sword slashes that strikes all 


t HARVEST MOON 


STONE'S THROW 


MP Cost: 0 

Learned by: Thief (Rank 3) 
Hurls rocks at a single group of 






















MF Cost: 0 

Learned by; Lizzie (Level 30), 

Goober (Level 90), 

Dragon (Rank 7) 

A scorching inferno of burning breath. 


MP Cost; 0 

Learned by: Terry (Already known). 
Martial Artist (Rank 3) 

Sends a whirlwind of sickles pirouetting 
Into the enemy. 


MF Cost; 25 

Learned by: Hero (Rank 7), 

Lliquid Metal Slime (Rank 7) 

Strikes down enemies with mighty 
thunderbolts. 


MP Cost; 0 

Learned by; Shelley (Level 5), 
Monster Master (Rank 5), 
Dragon (Rank 2) 

A chilly breath attack. 


MP Cost: 0 

Learned by: Shelley (Level 17), 

Sage {Rank 4} 

A massive ocean wave that damages alt 
enemies. 


MF Cost: 0 

Learned by: Ranger (Rank 7) 

A pillar of flame that singes the enemy. 
This ability has a chance of not working. 


IMF Cost: 0 

Learned by: Shelley (Level 22), 
Dragon {Rank 4) 

A frigidly chilly breath attack. 


MF Cost: 0 

Learned by: Ranger (Rank 4) 

Creates a violent vibration that shakes 
up enemies. 


MP Cost; 0 

Learned by: Armamentalist (Rank 7) 

Scorches all enemies with a sudden 
eruption of lava. This ability has a 
chance of not working. 


MF Cost: 0 

Learned by: Faladin (Rank 2) 
Conjures a vacuum-vortex that tears 
enemies to shreds. 


MP Cost; 0 

Learned by; Shelley (Level 35), 
Dragon (Rank 6) 

A chafmgly chilly breath attack. 


MF Cost: All 

Learned by; Ashlynn (Scion of Sorceria 
event). Mercury (Level 7), 

Liquid Metal Slime (Rank 6) 

Unleashes all remaining magic power in 
a fearsome explosion. Be sure you are 
done with this spellcaster or ready to 
rest at an inn. 


MF Cost: 20 

Learned by: Faladin (Rank 8) 

Opens heaven's door to unleash divine 
judgment on a group of enemies. 


MF Cost; 0 

Learned by; Qoober (Learned from 
Sledge), Dragon (Rank 8) 

A ch-chokingly di-ch-chilly breath attack. 


MF Cost: 0 

Learned by: Dragon (Rank I) 
A fiery breath attack. 


MF Cost: 0 

Learned by; Luminary (Rank 3) 
Calls down lightning to strike the 
enemy. 


MF Cost: 0 

Learned by: Merchant (Rank 8} 

Enlist the aid of an army of 
mercenaries.,.for a price. Remember 
these mercenaries won t work for 
nothing. So if you don't have the 
necessary funds, they won't do any work. 


Learned by: Lizzie [Already known). 
Monster Master (Rank 6), Dragon (Rank 3) 

A fiercely fiery breath attack. 


M F Cost: 20 

Learned by: Hero (Rank 6) 

A legendary sword technique for cutting 
down a group of enemies. 


MF Cost: 0 

Learned by: Lizzie (Level 15), 
Dragon (Rank 5) 

A ferociously fiery breath attack. 


MF Cost: 0 

Learned by: Kingsley (Level 10), 
Merchant (Rank 6) 

Sacrifice the self to slam the enemy 
senseless. 


LIGHTNING 
5 STORM 


COOL BREATH 


TIDAL> WAVE 


CHILLY BREATH 


STOMP 


MAGMA BLAST 


FREEZING 
S BLIZZARD 


THIN AIR 


M AGIC BURST 


PEARLY GATES 


C-C-COLD 
5 BREATH 


FIRE BREATH 


LIGHTNING 


C ALL TO ARMS 


FLAME BREATH 


G1GASLASH 


INFERNO 


BODY SLAffi 



















Crowd Control Abilities 
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u r Cost: 
_eamed 


known), 
take down an 


Learned by: Terry (Already known). 
Martial Artist {Rank 7} 

Grab an enemy and toss them right out 
of battle. 


MF Cost: 0 

Learned by: Dancer (Rank 8) 

A macabre dance' that sends enemies to 
the hereafter. 


vr Cost: 0 

- earned by: Kingsley (Level 7), 

' - Rank 4) 

■ zo werful push that is capable of 
: . pelling an enemy out of the picture. 


toP Cost: 0 

Learned by: Sage (Rank 5) 

Opens a rift in the earth that swallows 
up enemies. 


MF Cost: 0 

Learned by: Amos (Already known) 

Transforms Amos into a monstrous 
monstrosiLy, enabling him to perform 
the following actions; bite attack, Thin 
Air, Stomp and Body Slam 


MF Cost: 0 

. i-rned by: Monster Master (Rank 2) 

- - 2 qra tit sigh t hat 1 u 1 Is a grou p of 
- mies to sleep. 


lost: 0 

-ed by: Dancer (Rank 4} 
ruddling boogie that confuses 


Cost; 0 

."red by: Monster Master (Rank 7} 
a ses the enemy with a torrid sigh. 


" 1 lost: 0 

led by: Monster Master (Rank 3.) 
': s : ’is a group of enemies. 


• ' I:si: 0 

- ; ■ “ -id by: Ranger (Rank 2) 

. . - 0 mates a group of enemies. 


MF Cost: 0 

Learned by; Thief {Rank 1) 

Summons a sandstorm that blinds 
enemies. 


MF Cost; 0 

Learned by: Ranger (Rank 5), 
Luminary (Rank 1) 

Blinds the enemy with a briqht flash 
of light. 


MF Cost: 0 

Learned by: Dancer (Rank 6) 

A preventative jig that prohibits the 
enemy from dancing, 


Learned by: Kingsley (Rank 4), 

Gadabout (Level 4} 

Blows smoke on an enemy, causing them 
to be disgusted and take a little damage, 
or be enthralled and lose a turn. 


MF Cost: 0 

Learned by: Dancer (Rank 1) 

An infectious step that woos the enemy 
into tripping the light fantastic. It also 
causes a party member to miss a turn 
as he/she dances. 


MF Cost: 0 

Learned by; Terry (Already known}. 
Martial Artist (Rank 1) 

A martial arts technique that knocks 
foes to the ground and keeps them out 
for one turn. 


MF Cost: 0 

Learned by: Spot (Level 4), 

Gadabout (Rank 3) 

A. slobbery lick to make the enemy cower, 


MF Cost: 0 

Learned by: Monster Master (Rank 4), 
Gadabout (Rank 6) 

A punishing lick to reduce the enemy's 
defence. 








































































MF Cost: 0 

Learned by: Gadabout (Rank 1} 

When someone takes on the gadabout 
vocation, they get the Lucky Dip ability. 
Using Lucky Dip during battle wilt 
randomly select one of that character's 
Lucky Dip antics to perform, A character 
starts with one antic and earns another 
for each of the eight ranks of the 
gadabout vocation. Antics can vary 
from doing nothing to big attacks on all 
enemies. The Lucky Dip antics learned 
differ between each character. 


MF Cost: 0 

Learned by; Spot (Level 9), 

Gadabout (Rank 7) 

Gives the enemy back a taste of its 
own medicine. The user of this ability 
may repeat an action that an enemy 
performs on him/her. 


Learned by; Merchant i.Rank 5) 

- : coming veil to make the enemy 
recon in fear. 


MF Cost: 0 

Learned by: Luminary (Rank 5) 

omits a mysterious glow that helps 
spells to find their targets more easily. 


Learned by: Goowain (Level 18), 

Dancer (Rank 5), Gladiator (Rank 3) 

Palms off an enemy attack on a random 
friend or foe. 


HP Cost: 20 

Learned by: Sage (Rank 4) 

Cali upon a wandering spirit to assist 
in battle. The spirit will fight alongside 
the party until its HP are depleted. 

There are four spirits that are randomly 
summoned with this spell The 
spell caster must reach a certain level 
to summon each one. The following are 
the four monsters that are summoned 
and their stats 

TATRON 


MF Cost: 0 

Learned by: Dancer (Rank 3), 
Merchant (Rank 4) 

Lowers the enemy's MF, 


MF Cost: 0 

Learned by: Ranger (Rank 8) 

Whips up a tailwind that reflects an 
enemy breath attack. 


MF Cost: 0 

Learned by: Dancer (Rank 7) 

A rhythmic wriggle that steals MF from a 
single enemy. 


MF Cost: 0 

Learned by: Terry (Already known). 
Martial Artist (Rank 4), Dancer (Rank 2) 

Fancy footwork that prepares the 
performer to take evasive maneuvers. 


MF Cost: 0 

Learned by: Hero (Rank 2) 

A brilliant wave that eliminates magical 
effects from all enemies. Use this to 
remove the Oomph or Buff spells from 
tougher enemies. 


MP Cost: 0 

learned by: Paladin (Rank 1} 

Step in to take a blow for a party 
member in peril 


DEAGO 


MP Cost: 0 

Learned by: Carver (Level 18), 

Paladin (Rank 6) 

Stand steadfast in order to protect allies 
from attack. 


SAMSHIIN 


MP Cost: 0 

Learned by: Kingsley (Level 5), 

Merchant (Rank 2) 

Save up energy to bolster the next attack. 


BAZH0UL 


MF Cost: 0 

Learned by: Ranger (Rank 6) 

Greatly reduces the damage inflicted by 
physical attacks. 


MP Cost: 0 

Learned by: Terry (Already known), 
Goowain (Level 13), Warrior (Rank 2) 

Focus a party member's lighting spirit 
to strike with redoubled force on the 
next attack. 


LUCKY 


FOLLOW SUIT 


SPOOKY AURA 


COP OUT 


SUMMON 


WEIRD DANCE 


BACKDRAFT 


TAP DANCE 


DODGY DANCE 


DISRUPTIVE 
« wave 


MUSTER • 

5 STRENGTH' 


FORBEARANCE 


DEFENDING 
? CHAMPION 


FOCUS 
?. STRENGTH 


LVL LEARNED 

LEARNED WITH 
SUMMON SPELL 

HP 

200 

MP 

SO 

ATTACK 

180 

DEFENCE 

150 

AGILITY 

£0 

ACTIONS 

ATTACK, LIGHTNING, MIDHEAL, 
SELFLESSNESS. SWEET BREATH 


LVL LEARNED 

30 

HP 

300 

MP 

60 

ATTACK 

210 

DEFENCE 

160 

AGILITY 

120 

ACTIONS 

FANG BITE, INFERNO, OOMPH, 
SWEET BREATH, TONGUE 
BASHING 


LVL LEARNED 

1 

HP 

450 

MP 

40 

ATTACK 

250 

DEFENCE 

1V0 

AGILITY 

150 

ACTIONS 

DRAGON SLASH, FLAME 
SLASH, HATCHET MAM, KASAP 
LIGHTNING SLASH, UNDEAD 
UNDOER 


| LVL LEARNED 

40 

[ ftp ; 

700 

1 MP ^ INF. 

[attack 

350 

Win'TIMM 

300 

AGILITY 

100 

ACTIONS 

ATTACK, DISRUPTIVE WAVE, 
FREEZING BLIZZARD, KABOO.V 
LIGHTNING STORM, OMNEBfA. 


















































Restorative Abilities 


'IF Cost: 0 

.earned by: Spot (Level 15), 

Ladabout (Rank 5) 

Sleep for a spell to restore HF and MP 


MF Cost: 0 

Learned by: Luminary [Rank 6) 

Restores at least 70 HF to ail party 
members. 


MP Cost: 0 

Learned by; Luminary [Rank 4) 

A self-sacrificial step that resurrects all 
allies. 


HF Cost: 0 

.earned by: Hero (Rank 5) 

Become at one with the seif to regain 
strength. 


MP Cost: 20 

Learned by: Luminary [Rank 8) 

A splendiferous song that resurrects 
fallen allies. 


Field Abilities 


MP Cost: 0 

Learned by: 5pot (Level 11), 

Cad about [Rank 2) 

Summons monsters with a whistle. 


MF Cost: 0 

Learned by : Spot (Level 13), 
Merchant (Rank 3) 

Dig in the dirt to unearth hidden 
treasure, like Qold, 


MPCosfcO 

Learned by: Thief (Rank 7) 

Reports the number of nearby treasures. 


MF Cost; 0 

.earned by: Thief (Rank 6) 

Lowers the risk of being detected by 
monsters for a while. 


MF Cost: 15 

Learned by: Merchant (Rank 7) 

Summons on-the-spot aid with a sonorous shout. This randomly summons an inn 
(100G) r a travelling priest [Divination, Resurrection, Purification) or one of four shops. 

ARMOUR SHOP 


WEAPON SHOP 


MF Cost: 0 

Learned by: Thief (Rank 2} 

_ xales nearby settlements. 


ITEM SHOP 


VILLAGE SHOP 


NAP 


HUSTLE: DANCE 


KERPLUNK 

? dancIl 


MEDITATION 


song om mm 

5 SALVATION 




PADFOOT 


SERVICE CALL 


LfATHiR ARMOUR 

ISO 

SCALE ARMOUR 

350 

LEATHER SHIELD 

70 

SCALE SHIELD 

ISO 

LEATHER HAT 

6 $ 

HARDWOOD HEADWEAR 

120 


MEDICINAL HERS 

8 

ANTIDOTAL HERS 

10 

chimaera WING 

25 

leather hat 

65 

HARDWOOD HEADWEAR 1 120 


MEDICINAL HERB 

s 

ANTIDOTAL HERB 

10 

HOLY WATER 

20 

CHIMAERA WING 

25 

MOOHWORT BULB 

30 


OAKEN CLUB 

110 

GIANT MALLET 

220 

COPPER SWORD 

270 


420 

550 









































































When you re ready to play the actual game, start the journey and 
name your main character. The game will then create an adventure 
log under the same name. 

Alter a moment, the game 
begins and you are taken 
to the scene of a small 
campfire. 



















































g “HE FIRST STEP 

“ -: nero wakes up next to a campfire, Everything seems calm for the 
_ nient. Next to him is a light-hatred woman; she's already awake, and she 
f t i now things are going. Neither answer causes any problems for you. 

f : w after, an ally approaches. This is a large man who was apparently off 
S': _: ng while you slept, tie looks like he'd be a pretty good companion in 
i 1 : That's good, because there is a monster named Murdaw r who lives 
: .earby castle; your team is here to defeat the beast, and hopefully you 
get home in time for breakfast. 



t: I was out reetmnirV,- Iti, recomertrf... 
Er. scoulinl Ain't no doubt about it — 
this is definitely the place 




The other two wander off as the hero finishes waking up Douse the 
campfire If you want, then walk north to the next screen. 


Both of your party members are waiting at the top of a cliff, not far away. 
Your female companion has an ocarina that is reported to summon a 
dragon, on w r hich your party could fly to Murdaw's castle! As soon as you're 
ready, talk to her and she'll attempt the summoning. 


Watch the scene that unfolds as everyone flies to the top of a large 
mountain. Murdaw's castle is at the top, so you guys just saved yourselves 
hours of climbing. When you land, it's dark and stormy, and that's the best 
time to lay siege to a castle that is the home of a Dread Piend. 


WHERE IS EVERYONE? 

The interior of the castle looks nice, Murdaw has dearly done well for 
himself, but, oddly enough, there aren't any monsters that pop out to 
greet you. 


Follow the nice carpet and walk through the castle. You can 
try any of the doors along the way, but everything is locked 
up nice and tight. You can't loot anything in the fortress 
right now. 


The path takes you all the way through the building until 
you reach a room that is filled with fog. Your companions 
: j get nervous, and suddenly Murdaw appears. It is his place, so that's 
::o surprising. Sadly, he's been eating his properly balanced breakfasts, 
■: .ou won't have a chance to beat him here. With a flash of power he 
. -ns the party to stone, and things go downhill from there. 

Then, darkness veils your screen. 



Blah hah hah! 

Bid you really think it would be ibis easy? 






























ACTIONS REQUIRED 


^rmousTshop 


ITEM 5HOI 


LOCAL TRE, 


TO GOLD (X2) 


CYPRESS STICK 


ANTIDOTAL HER 


SEED OF AGILITY 


COPPER SWORD 


LEATHER HAT 
HARDWOOD HEADWEAR 


WAYFARER'S CLOTHES 


SIID OF RESILIENCE 


LEATHER HAT 


HERB{X2J 


RECOMMENDED LEVEL 


ITE M COST (IN GOL D 


iUIPMENT I 




































WHAT A STRANGE DREAM 

Well, I guess everything's fine. The hero wakes up in his own bedroom, and 
nothing seems amiss. His sister Tania is there, who scolds him for giving her 
a fright. 

She says Mayor Spindell dropped by to check on something, so you should 
go see him at some point. 



If You'd Like to Snooze for a Bit 

For now, the bed here at home acts like an inn. Your party can return to sleep, regain health, 
and relax. Do this after each foray into the wilderness to stay in good shape. 




Virch this house for several modest items. To search something, approach the interesting object and press O to 
- -: act with it. The dresser near your bed has a leather hat (a minor armour piece). The kitchen has a pot with 10 
_: : and a barrel with a seed of agility inside. Grab it all! 





\nother way to interact with items is to open the main menu (with O) and to select examine wh< 
approach an interesting object. This lets you look inside pots and barrels without breaking them 
n ides insight into certain points of interest. 


;uip the new armour you just found, press ©. This brings up a menu with several important options. Select 
and then "Equip", followed by the character you'd like to change the equipment of. The next few screens 
.ou a selection of weapons and armour pieces. Your hero doesn't have many choices at the moment, but this 
a good time to get used to the screen. Put your leather hat on and head out of the house. 

•e are a number of things to do around town. You can talk to anyone who interests you, and search various 
and barrels for spare items. Most of these are of trivial value, but everything counts a little at this point. One 

of the better items is inside a small 
building on the south-western side 
of town: it's a seed of resilience. 
These seeds make individuals a bit 
tougher to injure! 



































A town party is coming up soon. It's called the Fortune Festival, and that's probably a lot of fun. Tania is supposed to have a major 
role in the ceremony, so good for her! 

You also hear that a lad around your hero's age is named Buddy. His father says that he might be out watching the wind by the cliffs. 


A SIMPLE CHORE 

The Mayor's house is on top of a hiil at the northern end of town. Go inside and talk to Mayor 
Spindel! after you've explored for a little while. The Mayor gives your hero a bag that can hold an 
absurd number of items. He fills it with some crafted goods from Weaver's Peak, and he requests 
that you take it down the mountain. There is a town below called Haggleton, and that is where 
he wants the goods sold. He asks you to use the resulting funds to purchase a spirit crown for 
the Fortune Festival. 

After speaking wiih the Mayor, take a look at the stores in town. They were closed earlier in 
die day, bui now they're open for business. You probably have enough cash to pick up a 
bamboo sk;- but hold off on that for now, Your hero can soon find an oaken club without 
paving a sinqie coin for it. Purchase extra healing supplies instead! A few medicinal herbs can 
go a long way at this point in the game. 







It's often prudent to save your gome while in town. Why lake unnecessary risks? 




Before Leaving Town 

\ ■■ took for the lorge building in the center of town. That's a church. These are places of reflection where you can 

save the game, see how much experience is needed for leveling, or cure various ailments (including death itself). 


With all of those things finished, take the southern town exit and enter the wilderness! 



Moumtaiti Pass 


ACTIONS 


LOCAL MONSTERS 


20 GOLD 
OAKEN CLUB 
MEDICINAL HERB 
WAYFARER'S CLOTHES 


SCARE ROOT 
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EARNING TO FIGHT 


Combat is quite simple at this stage of the game. You 
don't have any spells or skills yet, so your hero takes 
his weapon and hits enemies in the face* They die, 
and then you move on to any surviving targets. 


Use medicinal herbs outside of battle, when possible 
This avoids losing a turn and giving enemies more 
time to attack your hero. You should only choose to 
has lost about half of his health; 


heal after your her 

These monsters aren't going to do enough damage to roll over you that quickly 
healing too frequently is a waste of your supplies! 




You may actually want to clear your way through both sides of the 
mountain pass. Dropp1 1 ig down the right side gives your hero acress to 
two chests. One of them has the oaken club, and that's a huge attack 
i boost. Most tor ah) enemies in the dungeon at e going to be one shot-kills 
| if you equip this weapon. 


• . 


' r: TTTTi':T;:: 7;; ; The other path lias a suit of wayfarers clothes, so U s a defensive perk to 

..piore that route. You can clim b back up through the cave systems at the bottom of The map to go and get 
chat armour before leaving this area. 


!: u don't need to loot everything in the pass on a single run, but anyone 
i in a couple of medicinal herbs shouldn't have too much trouble. Your 
- 1 : is likely to gain one or two levels without going through many lights, 

: d if you eat (or have already eaten) the seed of resilience, it makes things 
: en easier. 

f you look on the map, there is an inn in the lower portion of the map. It's 
hs de a cave toward the bottom of the pass. Your hero can rest there for a 


e 10 Gold, if you've run out of herbs, staying there is a wise decision. The town of tiaggleton isn't too far once 
. leave the mountain pass, but you may still encounter a few groups of enemies before you arrive. 




























ACTIONS REQUIRED 


LOCAL TREASURE 


WEAPON SHOP 


OAKEN CLUB 
COPPER SWORD 


SCALE ARMOUR 


HERS 


SCALE SHIELD 


ITEM SHOP A 


HOLY WATER 


SCALE SHIELD 


RECOMMENDED LEVEL 


luttniftajj 


Haggleton 


> ■■ i iriiMiffiwmmmmmsmmHfflmpfmmfflwtMmMmmwmmmwmmim 



mma 
























































to Bill. Now gimme! 


ITEM SHOP B 


WEAPON 

SHOP 


BUCKING FOR A GOOD DEAL 

-laggleton is a center of good, old-fashioned capitalism. People are selling 
r ngs all over the place, but don't be drawn in too much by the allure of 
: * goodies. Some of these deals are awful, and you don't want to waste 
idle bit of money that's been entrusted to you. 


first off, you want to find a place to 
sell the goods from Weaver's Peak, 

There are three skilled merchants 
that might be interested. One is a woman tending a booth in front of the 
Item shop, who offers 350 Gold. Inside the tent on the right side of town is 
another such merchant, Bill, His brother Buck is in the tent on the left side 
of town. Go back and forth between the brothers, and D01YT sell to either 
at first Wait until their offers max out at 480 Gold, You won't do better than 
that, so accept the offer and cash in. 


ITEM SHOP A 




















































: - : ‘ - " : =- s ' na P e ' it is time to invest in the future. Talk to a merchant on the left side of the left tent. He's 

; T-e h things are wonderful. They open any normal locked door, so they're great for finding extra ioot. There are 
- - ^sygieton ihat you can acquire once you have the thief's key. 


■ Refuse the dealer until he drops his price all the way to 200 Qoid. 

~ '■■' orth it- ln fac t you are going to turn a profit on this sale within the next few 

Jtes so pat yourself on the back and collect your thief's key. It's true that you can 
return to this town much later and buy the key fora pittance (10 Gold). However, looting 
the town immediately gets you all of your money back and then some. So why would you 
want to wait? 

Go to the inn (in the southeastern part of town), and do a few things there. Rest if you'd Tike 
to, and search the private rooms, There is a Big Book of Beasts in the dresser of the room 
with a locked door, and that's a nice find for players who want to keep track of the enemies 
they face, \ou can use the book in dangerous areas to research all of the creatures that 
you've defeated! 

After you obtain the book, go downstairs and meet the banker- This is where you can store 
Gold if you're worried about dying and losing half of your cash. The thief's key gets you 
through the door nearby and nets your hero a chimaera wing and 250 Gold. See, the thief's 
key pays for itself. 






OH YEAH, WEREN'T WE SUPPOSED TO GET A CROWN? 

A small house in the northeastern part of town is where the crown maker lives. Go there before leaving Haggteton. The man's 

is present, and she hasn't seen her dad in a few days. She'll suggest that you Took for him west of town. Hopefully there 
won't be a problem finding him. 


liaggieton and head west. Cross the bridge near tow r n and continue w r est along a dark trail 
beyond, >our destination is a large hole in the map, through which land and water can be seen 

Your hero appears in a small map that has a 
massive hole in the center. The crown maker 
is hanging over the northern edge of the hole. 

His name is Cliff, so he REALLY should have seen 
this problem corning. 

Agree to pull the poor guy up, and see what 
happens. Life isn't always fair, is it? 

To see a funny scene, agree to help him up, then say no the rest of the time. 


through the mountainous area 
below. 

























ACTIONS REQUIRED 


LOCAL TREASURE 


PRETTY BETSY 
SEED OF UFE 
SPIRIT CROWN 


20 GOLD 

HARDWOOD HEADWEAR 
MEDICINAL HERB 
MINI MEDAL 
FLAW CLOTHES 




tool the area, rest, and to ve (optiond) 

Try to speak to the two men in the northern part of 
town (optiond) 

leave I own and walk north to find a special well 
Jump fata the welt and then return fa Haggle ton 


Wellshire 


THE HERO SURVIVE THE FALL? 

e-o looks a bit ethereal now, That might be a bad sign, but at least he's still around to wander the world, Qet 
■: tarings, then walk into the town that is only a few steps away. 

inside the village seems to be able to hear you when you try to talk to them. You can still save your game 
local priest; however, this is an amusing experience for both your hero and the priest. 




38BHttL-V 






























Also you car: loot me urea quite nicely. The inn 
won t charge for resting, and treasure abounds. 
a : 5 i : : rm eastern ride of town has a young 
, Dmar. i -: her dog. Go inside to see an interesting 
scene n : : e 5 c ar hero a bit of hope for his 
cor dir : n f.so that house has both a pretty betsy 
■:' - - cs ng style and a medicinal herb. 




t: Lilyl The wav you 
had. visitors! Bat there 


a mini medal is down inside the town well, located 

in the southeast part of town. Search the dresser there to find this treat. These items are collected throughout the game, and you 
eventually cash them in for nice equipment. Don't worry about that yet, but it's certainly wise to search for them whenever you can. 



The small houses in this area have additional items, A modest piece of armour for your head 
is in a nondescript northern building. Search the dressers for goodies like this, and don't 
forget to equip the helm when you find it. 

Two guys on the upper side of town are plotting something strange. Listen in on them. You 
can't do anything right now, but later on there is a quest involving these fellows. 























e town after you're done picking things up. Once you begin traveling 
■ you may notice that monsters can still see your hero as well That's 
her good sign.-.sort of. if you can take damage, it's likely that you aren't 
: right? 


cabin is on a peninsula above Well shire, Approach the cabin and 
. into the well that's inside of it. This returns you to your normal self 
a more 'normal" place. 


ACK TO YOURSELF 


an return to Ilaggleton now that you're up here, Do so, and go back to Cliff's house. That's the building in the 
eastern side of town, if you recall. He's gone back home, and he is hard at work putting the finishing touches 

on the spirit crown for Weaver's Peak, Cliff won't charge you for the crown 
— because of everything that you went through for him, 


Rest and save in town, if necessary, then climb back up the mountains to 
your home town. Or to save time, use a chimaera wing and fly back there in 
the biink of an eye. You have enough cash that you can easily afford to do 
this and purchase another wing later. 


Fortune Festival 




ACTIONS REQUIRED 


ENTRY PASS FOR SOMNlA CASTLE 


TRIUMPHANT RETURN 

y.thing is fine back in Weaver's Peak, Mayor Spindeil greets the hero at 
rent of town and takes the spirit crown from you. The festival is due to 
c that very evening, so it's good that you made it back in time! 


a moment, you're free to explore the town again, talk to other people, 

: lave a good time. However, the festival won't start until evening. To 
-e the time pass, go back to your house and agree to sleep until it's time 
:he ceremony. 


“nm receives the spirit crown! 


* Gel back fa Weaver's Peak and give the spirit crown to 
Mayor Spmdell 

* Talk to everyone around town (optional}, then return home 
lo rest when you wont the story to advance 

• Talk to buddy outside your house 

• Attend the festival and watch the ceremony 


* Investigate the cliffs next to the Mayor's hoti 

♦ Ratern home, talk to Tania, and rest until moi 
•Use a chimaera wing to fly la Hqggiefon 


Ycuj. must be exhausted, eh? Why don't you 
take n little catnap until the festival Ijegms? 













































ACTIONS REQUIRED 


I8B- i 


■gmir;kMaTFlBBl8 : 


LEATHER SHIELD 
SCALE SHIELD 


LOCAL 


MEDICINAL HERB 


PLAIN CLOTHES 


RECOMMENDED LEVEL 


Trove! south from Haggieton until you re adi Somnia Cosfte 

To Ik to the old woman near the north well and agree to find her 
ring; kill the grim grimier down below to odiieve this (Optional! 

follow the main rood north through Iowa to the castle 
Talk to the castle guard and offer to join the military 
Return to 1bwn, visit The ran and church ^to rest 'amf save 
Leave the church and go bock to the tasfie 
Tell the gate guard that you're still willing to jam the military 
Go inside and meet Captain Blade on the upper floor 

Git your mission briefing and leave the castle; head southeast into 
the wilderness 


COST (IN GOLD) 


EQUIPMENT 


Somnia Castle 


After resting, go outside and talk to Buddy. Hell walk over to the main street with you, 
then the festival really kicks into high gear. Tania takes the spirit crown to the church, and 
everyone follows. The crown is then given to the statue of the Goddess, and everything goes 
off without a hitch. 

Well, that's how it normally turns out anyway. After an extended scene, the ceremony at the 
church ends and people go to the town square to party down. You can talk to everyone and 
relax for a bit, but you need to see the Mayor again to move on. He's in his house at the top 
part of town. Mayor Spindell gives you an entry pass that allows the hero to enter Somnia 
Castle, to the south of Haggieton, 

Outside, to the left of the Mayor's house, Tania and Buddy are talking. Go and listen in on 
their conversation. Afterward, meet Tania at home and rest for the evening. When you wak£ 
up, talk to her again and then leave town. You can save on travel time by using a chimaera 
wing and flying to Haggieton. 


NICE PLACE THEY HAVE HERE 

It doesn't take long to walk south from Haggieton and into Somnia. The castle sticks 
out from a distance, so you won't have any trouble finding the place. 


HOTS tt pass! 
































































































*' (\ boomerang, is it? ■ 
Thank you very Biticb. 


OUCH! WHO IS THIS QUY? 


Only 30 into the well after you save, rest, and obtain the best armour 
possible. A grim grinner is protecting the ring, and this monster is quite 
nasty at this point in the game. Reaching level six and having the best 
possible armour isn't a requirement, but it sure takes some of the luck 
out of.the equation. The grim grinner hits so hard that you often need 
to heal even after a single blow. 


“ : ; 5 Somnia Castle has all the amenities. There are shops for weapons, 

i - : 5 -: >:rs >ou can purchase a boomerang here. These weapons aren't especially 

i:ss aants, but they're fun for clearing weaker monsters while acquiring extra 
“ : : -1 periente in the wilderness (because they can hit multiple targets). 


5 :r c northern side of town for a well with an old woman standing next to it. Talk to 
. ’ 5 : man and offer your help. She's lost her ring down there, and only a brave soul can go 

down there to fish it back out 


— -—r 


Return the ring to the woman after you've slain the grim grinner and looted its chest. 

The woman gives you a seed of strength as a reward. You can choose to keep the ring 
instead, but the seed is a much better choice for the long term, 

UP TO THE CASTLE 

Take the road north when you want to see Somnia Castle itself. A guard blocks your entrance 
10 the main building, Tell him that you'd like to join the military—see the world, meet 
interesting people, and so forth—and he'll tell you to come back when the bell rings, 

Co back into town and visit the church on the southern end. You pass bv a familiar 
y^l ace, a face that kind of rings a bell. That's almost literal, because the bell rings as soon as you leave the church. You can 
now return to the castle and talk to the gate guard again. He'll let you inside. Proceed to the upper floor and listen to Cap 
Blade's speech. 

































Gardsbane Tower 


iCTIONS REQUIRED 


.OCAL TREASURE 


GARRETT 


; F F T less HEART 


RECOMMENDED LEVIl 
IS TO PROCEED) 


Walk into the lower and climb to the tap while looking 
? or treasure 

fight the tower sentry on the third floor to get farther into 
the dungeon 

Meet Carver on the way up; that's Ihe guy with the 
interesting haircut (optional) 


Climb to the lop and figM Garrett if you're ready 
Go into the final chamber and claim the Restless Heart 


I*; ■ you are done with this, leave 
L :astie, head out of town, and 
EL i" for a nearby dungeon called 
la i^Dane Tower, This dungeon is 
mir of the castle, but you need 
Et ". el east for a moment to find 
te : dges that let you make your 
■scroaoh, 


- OURSELF TO THE TEST 

bn: military recruitment has some issues, Apparently they only like to 
Me :-:sl of the best, so they throw potential recruits into a monster- 
■e: that also has puzzles and traps. Man, these guys are hardcore! 

-te* mar. t any problems outside of the tower. You can talk to a guard and 
kte basic "Good luck, don't die" speech. When you're ready, head in, 






















































What to Bring 

i : : ::: : din-geon to gather extra Gold and 
t f ,::: ; >d_ bring ten or so medicinal 

:: : :::“rZ": - a u tort wade through 

r _ =: :: _ e * els rapidly, and save your MP 
cgairtst a few major enemies in 


tower. 








■ 


EXIT 


LooK at your map and plan the way up. There 
aren't any tough encounters on the first couple 
of floors, but there Isn't any impressive treasure 
either Take the northeastern stairs from the 
first floor. Open a trivial chest on the second 
floor and take the only stairs up from there. 


The third floor has the first big fight. A tower sentry blocks your way. Even if you try to take the long way around hell reposition and 
immediately attack you. This guy has substantial health, but his melee attacks aren't too bad. Sometimes he'll "charge up" to improve 
the damage on his next swing, but that's still not as nasty as you might expect. 

Cast Sap to begin the fight, flea! when you 
are around half health, and fight until he falls. 

There isn't any substantial strategy to worry 
about since your abilities are still fairly limited at 
this stage of the game. 


Loot the guard's chest for some money, then take 
the exit on the left side of the tower. You are 
outside, for a moment Walk along the ledge and go back inside as soon as you see the next way in. Another applicant tries to 
convince you to hop down to find some treasure. He's full of iiesi Don't jump down here. 

Instead, continue climbing stairs w r hen you're back inside. 
















































)U meet too many of the following criteria, you will not. win the contest and be recruited Into ( he 


If you exit Hie map instead of finishing the lower in one run 


If the hero is pushed off the tower by the masked man 


you 6pe n more than ohe f ioor d uri-ng th e ddor p u77 !e 


[f you jump off of the terrace at the top of the tower before fighting the end boss or the one on 
the right side of the first fioor 


ong as you only get one or two of these you can-stilt reach the top of the tower before your rivals. This 
hi required, but it's still fun to win any challenge, right? 


PUZZLES 

- : \t floor has a movement puzzle. The arrows on 
ioor transport your character in the direction that 
re facing. Go ahead and finish this on your own (if 

. EkeL 


. ihe arrow on the bottom of the screen to bypass the 
section (it's down and left from where you start), 
step onto the panel that's on the right side of the 
: open area, 
she second 
above the 
here* You 
~ce this on 
and 

n en easier 
pot n-game* 

nc up again and drop to the left. Carver, the 
dual with the big hair, is there* Talk to him and 
ff r. m well, then go inside* 


Man on Left "Hey! Come here often? Hate to 
break it to ya, but there's nothin' past this door here. 
The door you want is on the right That's the winner," 

Man in Center "Listen up, son. I've seen a lot in my 
time. These wrinkles come with wisdom. That's why 1 
can say this with all honesty: don't go in this door! You'll 
get yourself hurt, son!" 

Woman on Right "The man on the far left is telling the 
truth. You look like a smart kid, I know you believe me. 
Be careful!' 


Solve this one on your own and have fun* 


of them always tells the truth. Listen 
decide who to believe. 


The next puzzle 
is a simple logic 
game. There are 
three people 
here to talk to. 
You're told that 
two of them are 
liars and one 
to their words to 




















-,-ww■ mu nnjuj - 


- . t-.-.V ■ .. .... 


_ 


1 M 

p : l 


1 


il2'I 

lh 

m 


# SB 

■' 

































































































































MINI MEDAL 


GOLD RING 


MEDICINAL HERB 


RESTLESS HEART 






































































































He's a liar too. But his mini medal is free to steal, and the gold 
ring raises your character's defense. It's a win-win, Qo back to 
the room of doors and take the one on the far left. The central 
one is trapped, so there isn't a good reason to check it out 


f THE FINAL TRIAL 

it's only another moment to the top of the tower. When you 
reach it look around for a second. Its possible to jump off 
the ledge on the left. This lets you exit the dungeon in short 
order. If you are low on MP and medicinal herbs, you might 
consider leaving. You don't want to lose now, especially 
since you're carrying a fair amount of Gold, 


However, if you fee! confident go ahead and talk to 
Garrett. He'll engage the hero in a long but fairly simple 
boss fight, note that you won't have this 
confrontation if someone else 
i Jr\ already beat the hero to the top of 

\ .■ J the tower. 


Garrett 


ATTACK 


DEFENCE 


GOID 


: (Barrett has a normal melee attack 
a violent slashing attack, and a 
leg sweep. Neither of the melee 
attacks does too much damage, so 
the standard route of healing when 
around half health should 


you re 
work just fine. 


The leg sweep is actually a blessing 
in disguise. At worst, it uses Garrett's round and 
knocks the hero down, 


you're lucky and have 
already gone then Garrett has wasted his attack 
entirety* tven 
when this 
succeeds, it's a 
wash and you 
don't really 
lose anything. 

However, 
the hero has 
a chance to 
dodge this 
attack, so at 
least half of the 
time Garrett 
just wastes 
hts attack and 
lets you punish 
him. 


Garrett States a violent slashing attack! 


Hero attacks! 


Garrett lets you into the last chamber after you 
win. Take the Restless Heart from the treasure 
chest, hop down the tower, and leave. Return to 
Somnia Castle. 


volunteers for this triat, III say. 


25t 

Q 

« 

3; 

35 

12 * 
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ire cent has 


car. ie ire unth. She 
: re r cnest AND tell 
f : s: neone else is 
— - rest right? So 
ire: rimed lately tells us 
a: she s a liar AND that 
:ne guy on the far left is 
a liar too, 


This means that we can 
discount everything that the guy on the far left says. Thus, when 
he says that the door behind him has nothing behind it we 
begin to suspect that it is, in fact, the correct door. 


But don't Mke the far left door yet. Look behind the door on the 
far right. Even though this isn't the correct choice, you'll find a 
good trap there, A hidden room has a mini medal and a soldier. 
The soldier gives you a gold ring and tells you to leave the tower 
because you've passed the test. 






















Back in Somnia Castle 


^:E TO WALK AROUND ON YOUR OWN 

€r : ;-:k into Somnia Castle and talk to Captain Blade again, 
fcl be more than impressed that you were able to get the 
Wes _-:ss Heart. He grants you the title of soldier and says that 
toci aren't any immediate orders for you. This won't happen 
■SBreone else beat you to the top of the tower. However, 
cx can still proceed 
■r-jz the game 

you should 
and see if 

■§:•-£ in the region 
br:s help. Search 
■fc back of the first 
! fee for some pots. 

■fe^_ s a mini medal 
bfc>; a in one of 
■fer*. 'text meet 
man in the 
k. courtyard, 
bs trying to find a 
■fek strong enough to pull a mighty wagon. Using multiple 
IfesLi s.:nply wouldn't do; he needs one extra special steed, 

kr nave it that there is such a beast in this region. An 
■■rr.al back in town said that he'd encountered a fierce 
bs :o the west. 


-ml. 
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ACTIONS REQUIRED 


LOCAL 


recommended livu 




Bring th? horse bock to Somnta and show it to tbe old man with the 
wagon; this triggers severed scenes 

Leave the castle and travel east 


t to the west that is near a small clearing 
and use Car vet's help to capture the mustang 


Search for the Steed 


and walk west; Carver comes alter you and teams up 




GO WEST! 

Af:e : - :5 5omnia, you are approached by Carver, You must have made a good impression on him in the tower, because he 

ar.:s;: - !:h the hero. He says that the two of you can worR together to capture the great horse. 

C: bac ■ :o w n briefly and get some better equipment for Carver, His initial armour and weaponry' is just awful. You can get a 
■: :' z sl to his defense by equipping him with a scale shield and some hardwood headwear for a trivial amount of cash. It takes 
r : re C; : :o get the stone axe that would provide a massive attack boost for him. If possible, do all of that! 

lea\ e icwr. again and travel west, along a line of mountains, This takes your party to a bridge, and then somewhat north. Look for a 
so: st that mentions a wild mustang in the area. That sounds like the typo of horse you're looking for. Enter the clearing next to the 
signpost and look for the horse. 

There aren't any monsters in this area, so catching the horse isn't much of a problem, 1 : 
through the lightly wooded area and follow the horse around. Your party has to do this fc 
times before Carver comes up with a plan, tie suggests that your party should split up. 
Head right, then up to begin pushing the horse toward Carver until you two meet and go 
after it together. 

Try as you might, you won't be able to stop Carver from naming the horse Peggy Sue, Anc 
it goes, 

TAKE PEGGY SUE BACK TO SOMNIA 

Reverse your steps and take the horse back to Somnia, Walk up to the palace and convinc-: 
the soldier in front to let you take Peggy Sue inside. Show her to the old man in the court}a 
and watch as the events unfold. 


After talking to Captain blade and Ring Somnus, the scenes end. Approach the Ring and ta - 
to him a couple more times to obtain permission to use the wagon and to let him learn me 
about your past. Afterward, search the room to the west, A silver tiara is hidden there. 

team is now tasked with finding an object known as Ra's mirror. Leave Somnia and travel east to 
you find. 


SJtVTR TIARA 
























ACTIONS REQUIRED 


LOCAL MONSTERS 


LOCAL TREASURE 


ANTIDOTAL HERB 
HARDWOOD HEADWEAR 
HOLY WATER 
PRETTY BETSY 


CRESTED LOON 


BUDDING SORCEROR 


RECOMMENDED LEVEL 
(9 TO PROCtED) 




Travel east and then north slightly to reach a small fort 
Pass through the fort and continue cast 
Stop at the church to the northeast, and then travel south 
Search for a Jog cabin that is owned by a dwarf 
Convince the dwarf to let you help with his shed 


Watch the scenes that foBaw, then resume ya«r journey 
east 

Press O when you're near the eastern river to search for 
a secret passageway in a clearing 


The Way East 


SOMNIAN TERRITORY 

any i minute's walk to the edge of Somnia on the eastern border, A small fort was constructed in a narrow pass 
■Bur : that Somnian soldiers can protect the area from invasion. Because you've earned the Bing's trust, the 
& et you right through. 

tier side of the pass is a desert; cross this and look for a church on the northeastern side of the region, 
fe s -irea, save, and search for a couple of minor items (a pretty betsy and a phial of holy water). Take the 
5 r: head back out. 




























Travel south and look For a log 
cabin up in the hills. A dwarf 
lives there all by himself, lie's a 
sturdy fellow, but he's not very 
good at building things. He'd like 
to have a shed, and some help 
would ensure that he w r ould get 
it done correctly. 


To start on this task, explain that you didn't 
realize that you were being rude (by saying "no 
when you first talk to him). Then, answer "yes 
twice to let him know that you'd accept 
an exchange of favors. The scene that 
follows is fairly cute, and you get to 
learn more about Carver. 


When all is done, you're left with 
the knowledge that Alltrades Abbe> 
is to the east. Proceed toward that 
the dwarf's cabin and 
walk east until you 
hit the river. A sma 
circle of sand is 
nearby, with a pate- 
of grass at its center 
Use © to search 
in the vicinity for a 
secret passage, then 
enter it. 



































The Secret Passage 


ACTIONS REQUIRED 


SATATOUILLE 


LOCAL TREASURE 


SLUGGER 























































IT'S KIND OF DARK IN HERE 






ACTIONS 




u£a&!£ 


RECOMMENDED LlVEt 


enter a nearby set of ruins. There isn't much within 
for n moment. Stairs to a tower level are near the ei 


This is a small and linear dungeon, so it's unlikely that there will be any problems. There 
are quite a feu monsters in it but they're weak and easy to kill. Take a look at the map to 
find the free Gold and the bronze shield before leaving these rooms. Both are useful, and it 
doesn t take more than a minute to get them. 

There >>:; much more to say about the place. It's almost free experience and money just for 
passing through. 


Across the River 


INTO THE OTHER WORLD 

The tunnel gets you across the river, but the next stretch of land seems somewhat barren, 
follow the road east; Alitrades Abbey is nowhere to be found, and the only place of 
importance is a massive hole in the ground. 


Jump into the upper side of the pit once you find it. This takes the hero and Carver into that 
other, strange realm. You can stili be attacked by monsters, but normal people won't see you. Jf 




■ 


To make any progress, your group needs to find a town somewhere out here. Try going south and then west. You should see a 
signpost before long. That marks the mins you just left as Alltrades Abbey—it's too bad that the place is wrecked! 


Keep heading west. There is a meiry little town near the coast. Enter it and take a look around* 
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ACTIONS REQUIRED 


LOCAL TREA5URE 


BAMBOO SPEAR 


Mir hood ^ 


PRETTY BETSY 


-ERRY TICKETS 50G 


■■ •. ' recommended level 


Port Haven 


•Eavesdrop on the toitversation between Ella and Johan an the western side of town 
1 Go to the Mayor's boose on the southern side of town, interact with Elio, then try to 
leave the house 

* Look for o woman named My in the shipyard fon the western side of town} 

> Talk to Milly and leave Port Haven 


THE POWER OF LOVE 

Port Haven is a nice place to visit. There are 
stone docks all over the place, offering a 
great view of the water for anyone walking 
around town* Have a look around and see if 
there's anything of interest. 


Stop at the inn while you're exploring* Search 
around the main building for a mini medal 
a pretty betsy, and a medicinal herb. If you'd 
like to rest, talk to the innkeeper. Even 
though he can't see you, your party can use 
his inn because of some good timing. 



































Outside the inn, through 
the eastern door, is 
a barrel with an iron 
daw- This is an upgrade 
for Carver, even if you 
already gave him a stone 
axe. 

Use the western exit 
from the inn to reach 
the other half of town. 

A warehouse up top 
has a fur hood hidden 
within. There is also an 
important conversation 
to stumble into on the 
docR southwest of the inn. Two young people are talking, and it 
sounds iike they have some serious problems. 


The remainder of the day passes, and your party rests before 
waking up the next morning, 

[f you iike, there are 
a few more things to 
explore in town. Taking 
Carver to the northern 
building, where some 
carpenters live, is 
particularly interesting. 

That said you don't need 
to look around much more. Whenever you want to proceed, fee- 
free to do so. 

The next step in the story is to go to the western side of to^n, 
Go into the shipyard at the end of the docks and look for a 
familiar blonde woman. Approach her and see what happens. 
5he introduces herself as Mil!y> and it sounds like she might 
be able to help you out with the "not being seen" issue. 





Elio., why can't yw. accept my fedtfvg-?': 
My love fur you is trad 


You can learn more 
about these two by going 
to the Mayor's house; 
it's on the southern side 
of town, beneath the 
inn. Go inside and try to 
interact with Ella, the girl 
you saw talking on the 

docks earlier, follow her upstairs and attempt to speak with 
her one more time before leaving the building. Another scene 
follows and yet another when you actually go outside. Be 
sure to pay attention to these scenes. 


She leaves town, and you should follow as soon as you're read} 


Carver suggests that you stop by a priest before leaving. Perhups this is u 
good time to save. 


-V.: 
























ACTIONS REQUIRED 


LOCAL TREASUI 


HUBKBfl 


RECOMMENDED tEVft 


Travel south with Milky and visit Madame Luca; 
hear what she has to say 

Battle with the creature in the well; this gets you 
q Irailblazmg bandana (optional) 

leave Madame Lara's house and travel southwest 
to the lucid Grotto 


Following Milly 




-2 




ro THE FOREST 

. you leave the town, Milly takes your group to a small house not far away. This is the home of Madame Luca, 
i seer. Talk to herl You learn more about the reason why your party cannot be seen by most people In this 
it also sounds like there is a way to improve the situation. There is a cave to the southwest with special 
;als. If you and Carver go down there and get some dream dew for 
ame Luca, she says that she'll be able to help you. 


■ er doesn't buy it, but it's worth a shot. 

comes with you as a guest, so she isn't under your full control. Still, 
e 1J add some damage and healing to your group, and that's not a bad 
Also, Madame Luca donates ten medicinal herbs to the cause. 






























If you refuse 10 aid Madame Luca your duo still has to do everything that follows* However, 
you won : get any free medicinal herbs and you won't have Milly's aid during the adventure. 
Instead she : n t join until you finish the quest and bring the dew to Madame Luca anyway. 

Before ieav mg the area, look for the well outside Madame Luca's front door. Fully heal your 
pam then interact with the well. This triggers a fight with a well wisher. This may indeed be the 
best monster name ev er, but don't drop your guard because of that! These things can be nasty. 


HE WISHES US ILL! 



§#? 




gf-4 


The Well wisher has a melee attack that it won't use often. Instead, it 
mixes up a mild area-of“effect attack, a group fear ability, and a charge 
attack that does major damage. Stay on top of your healing and don't 
let anyone fall near half health, even if that means overhealing some of 
the time. Flay it safe and do damage in between. 

This is the best way to deal with the well wisher safely, despite 
his charge attacks. When he dies, the creature drops a l rail blazing 
bandana, and that's likely a strong upgrade for Carver, 


k 

r 



ACTONS REQUIRED 


LOCAL TREASURE 


LOCAL MONSTERS 




(11 TO PROCEED) 


Descend Jo the bottom of the grotto, defeat the bloodcreeper, and pet your dream dew 


Lucid Grotto 


YOU'RE LIVING IN LUCID DREAMS 

The Lucid Grotto is across a bridge to the southwest Go primarily south from there and you won't have trouble finding the cave. 
Most of the monsters on the way are a cakewalk, but you may also begin to find some nasty creatures that pose a bit of a threat. 
More monsters are using magic or special abilities now, so be on the alert for problems instead of just tapping through attacks 
each round, focus your fire on high priority enemies during early combat. For instance, killing hell hornets quickly is wise 
because of their disabling attacks. 








































tac* our party is inside the dungeon, watch out 
krpr - :s of babygoyles. They use area-of-effect 
■I so [hey can really tear into your supplies 

of medicinal 
pPPI herbs. Goblin 
pixies are 
deadly too, 
for similar 


reasons, 


WALKTHROUGH 
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[jTTYT 


Metal Slimes!U 




Your favorite leveling companions have returned. Metal slimes can be 
found >n this dungeon, and they offer a chance for some excellent leveling 
you manege to kilt one af their number. 



Focus your fire an metal slimes 
as soon os you see them in on 
enemy group. It is likely that 
the metol slimes will run before 
you score a kill, but even the 
chance for the experience they 


There are several good 
pieces of treasure to 
grab on the way down 
through this dungeon, 

Explore each level 
thoroughly before you 
proceed. The fur cap 
and bronze Knife are 
fairly valuable. Look for these Items on levels three and four, as 
marked on your map. They are not too difficult to find. 

Heal to full health for all characters when you reach the final le, t 
of the grotto, and do not talk to the creature on that level until 
you've done so. Speaking to the monster triggers a boss fight! 




HP_ 

rrtp 

ATTACK 

DEFENCE 

AGILITY 

EXP 

GOLD 


Bloodcreeper 


The bloodcreeper is a pushover. Even Though this beastie has a pile of health , 
he doesn't have what it takes to bring characters down quickly. As such, you 
can heal through anything dangerous before it becomes a problem. This is 
doubly true if you kept some spare medicinal herbs around, but you may not 
need them. 


The bfoodci 


The Dazzle effect that you face 
hit rates for the group, and it's 
doesn't last long, and Carver c< 
compensate until the blindness 


periodically is a nuisance because it lowers 
hard to resist the effect. However, the effect 
an use his Flying Knee attack to partially 


bloodcr&ef er's entire body fto,$he£ brightly* 


As long as you're diligent, you 


should be able to dispatch this foe 


Have fun killing the bloodcreeper! Afterward, get the dream dew from the pool above. This is the last thing you nee 
from the dungeon, so it's time to start making your way back to the top. 






























ARMOUR SHOP 


WEAPON 


SCALE ARMOUR 


\mmiwmmrnmnutiMWmmmmi recommended level 


Buy tickets to sail over toword Sommo for l $0 Gold, 
and then take the ship across the water 




)N CLAW 
ilM SICKLE 


SAIL 

tv several things that you can 
Haven now that you aren't 
k shops are open for 
nd there are a few good 
.'Chase if you have the 
jetting a chain sickle isn't 
Ev en though this weapon 
n alack upgrade for Carv er, 

r id give it to Carver outside of boss fights- The hero can stick with the boomerang and waste groups quickly, 

- to the chain sickle for boss fights (and let Carver use his old iron claw). You could also buy two chain sickles so 
' doesn't have to give up anything, but that's a lot more expensive. 

v .Ivor's house and speak to Johan upstairs about Ella. Luckily, he believes the hero, and this sets things 
:: 'ectify what you saw earlier. 


The ship sails your party to the other side of the region, near Somnia. This 
isn't the Soinnia you've been to before, so it's probabiy worth the trip. 


dream dew back to Madame Luca. After a little hocus pocus, she 
: possible for people to see you in this world. Hilly joins your party 
at this point, so she can start accepting better equipment! You should 
with some of the good items you've been finding ail over the world. 

a ant to use the seed of magic on her, as w ell as equip her with the 
j aid and silver tiara. When you're ready, return to Port Haven. 

Return to Port Haven 


Rest, save, and consider stopping at the casino that's on the western side of 
town, it takes considerable time to get the better items out of the gambling 
games, but the higher-tier rewards are very nice, When you've had your fill, 
sail west, It only costs 150 Gold to get tickets for everyone, and you can 
purchase them in the same place that you found Miliy originally. 



















































LOCAL TREASURE 


mswm 


-ARMOUR 


MEDICINAL HERB 


10 

Mt/MM 


FUR CAP! 

BRONZE ARMOUR |j 
NOBLE GARB 


CHAIN SICKLE 


DANCER S COSTUME 
BRONZE SHIELD 




RECOMMENDED LEVEL 


• Look around town and purchase a set of noble garb from the armour store 

• Equip the hero with the noble garb, then try to enter Somnia Castle 

• Talk to the prisoner in the dungeon below the castle and then internet with the soldier by the 
northeastern steps of the second floor 

• Interact with the Mold and see what happens when you try to leave the area 

• Leave Somme and travel west 




iQUIPMEI 


Seeing Another Somnia 


■MW*’ 





















































































SAME PLACE, DIFFERENT PEOPLE 

You'll find Somnia just north of the mountains west of where the 
ship docks. Things are much different in this version of Somnia, 
Instead of having 
awesome guards and a 
populace that likes their 
leaders, this town is a 
bit more disgruntled. 

Search around, talk to 
people, and check out 
the decent stores on the 
east side. 


A small house in the northwestern part of town has a mini medal. 
Break a simple pot to grab this on your way through the area. 




It seems like you need to Talk to a ton of people before proceeding, but 
that isn't entirely true. Talking to everyone gives you more of o backgro-v: 

in this area, but the fast way 
through is to talk to the prise e 
in the dungeon. Take the slow¬ 
down at the end of the west t: 
to reach him. 


Then, talk to the soldier in the 
north eastern part of the seco^: 
floor. He's in front of the staircase. If you've talked to the prisoner alreac . 
this triggers the next step in the chain* 






TURTLES. VERY DAMGEROUS 


Be careful of the town well. There are extremely 
dangerous monsters below, so you may not 
want to venture in there just yet. 


When you want to see the castle for yourself, buy some 
noble garb from the armour store, equip it on the 
hero, and approach the castle. The guard will ask you a 
question, Say "yes" and he'll let you continue in without 
much fuss. 

Shortly after entering you are greeted by Captain Rusty. 

He's quite excited, and he asks that you talk to everyone 
in the castie, 


Once you talk to the guard and get Captain Rusty to vouch fc ■ 
the hero, the rest of the events proceed quickly. Your party c;- 
continue upstairs to loot a silk robe from the Ring and Queer ; 
bedchamber. Speak to the maid, and the Chancellor will giee: 
you on the way out. He'll 
ask a question that you 
cannot answer correctly, 
which results in your 
party being expelled 
from the castle. 

The mirror has to be 
somewhere. On the way 
out there was a merchant talking about a town to the west. It r: 
be best to check that place out next. To reach Amor, you'll ha\ e 
walk around the mountains south of Somnia; cross the bridge :: 
the west, then follow the mountain range southeast past a cave 























WEAPON SHOP 


ARMOUR SHOP 


ICTIi™— 


Mfflil 


700 


IRON CUIRASS 


CHAIN SICKLE 


LOCAL TREASURE 


50 GOLD 


AMOR SECO ESSENCE (X3) 


CHIMAERA WING 
AMOR SECO ESSENCE 


mmi* 


RECOMMENDED LEVEL 


After Woking, go outside 

Leave town and go to the cove that you passed earlier 


Talk with several people around town (see list on next page} 

Go to the church and talk to the citizens inside; afterward, 
sleep in the basement 


Amor 


BANK 
































































SO THAT'S AMOR, HUH? 

The town of Amor is Known far and wide for its mystic waters. 


To proceed, ensure that your group has interacted with the 
following people in Amor; 





ACTIONS REQUIRED 


LOCAL MONSTERS 


LOCAL TREASURE 


410 GOLD 


GRRftGOYLE 


AGIUTY RttfG 


^ METAL SUM! 
# ROTTEN COTTON 


EDGED BOOMERANG 


MAGK WATER 


RUFFLED GOON 


PRETTY BETSY 


SILENCING RAM 


itmmm 


t: You've ccxie in 
in force, so I'm 


The falls that dominate the town are reputed to have healing 
properties, so the people who live here bottle it and sell 
the water to tourists. They have a good weapon and armour 
selection in this town as 
well for those who are 
martially inclined. 


Sadly, there is almost no 
room to crash anywhere 
in the area. There are 
so many tourists that 
the inn is totally full. 

You should still talk to 
the innkeeper because 
doing so is important for 
moving the plot forward, 


There is a small home 
in the southwestern part 
of town; look inside a 

dresser there to grab a mini medal. Do this now and complete 
any other talking and searching before you head to the church. 


• A scholar at the house in the northeast 

• The innkeeper 

• The armoured man in between the weapon 
shop and armour shop 

• The man in the house near the well 

Afterward, go into the church and talk to the priest. Because you 
couldn't find space at the inn, he says that hell help you out. he 
bids you to go downstairs and ask to stay there. 


You meet a woman who is pretty much the talk of the town when 
it comes to gossip. She lets you rest, and the evening passes. 
When you wake, search the room (even if you already searched 
everything before 
sleeping). There is new 
treasure here, and you 
can find another mini 
medal. 


Exit the church and see 
what's going on outside. 

Wow! ft's kind of impressive. Leave Amor and travel to the 
nearby cave, to the north. You passed the place on the way in, s: 
there is no mistaking it now. 
















































SEED OF LIFE 





















































DOES THE ROOF IN HERE LOOK IFFY TO YOU? 

This large cave is the source of the current water problems. You 
soon learn why when you meet a woman who is cleaning off her 
equipment in the riverwater. After talking to her, explore the rest 
of the level before continuing down. Almost all of the treasure 
in [his dungeon is valuable, so it's good to get everything that 
isn't nailed down! The first chest has a seed of life, and everyone 
enjoys having more HP. 


Climb down the only 
staircase to the first 
dangerous floor of the 
dungeon. This is when 
things start to get a bit 
more complex. There are 
four staircases that lead 
down from this level. 

You can only get to three 
right now, but that's still 
a lot to wonder about. 


Take the southern stairs 
first grab a seed of 
magic, and return to the 
main floor. Go to the left 
side of the level next, collect the pretty betsy from the bottom of 
the map, then travel down the stairs near the west wall. 

A mini medal is south of those stairs on the lower floor. Get it! 
Then, look at the three logs that are resting beside this 
stretch of land. Getting on each of the logs takes your 
party to different parts of the map. The one up top is the 
log you want right now. It takes you to a tiny island with an 
edged boomerang. Climb the stairs above, steal 410 Gold 
from another chest, and then use the logs below to get back to 
familiar ground. 


There are more metal slimes 
on the second f loor of this 
dungeon. In fad, they're almost 
a common sight. Go ahead and 
gain a few more levels as long 
as you're having a good time. 
It's extremely fast, and the 
fights in-between let you rebuild 


Go all the way back to the western part of the area, climb down 
to the second floor again, and use the middle log to reach a 
different island. From there you can take the left log to reach the 
bottom of the map. This is fairly simple when you look at it r even 
though the route may sound complex. 

ALMOST THERE 

The next floor of the dungeon is large, but you have complete 
control over your party. There aren't any obstacles or major 
problems to concern you. Kill the monsters that attack here and 
there, and look for two more pieces of treasure (in both northern 
corners). You get some magic water and an iron claw. 

Take the final stairs at the top of the map and follow the sounds 
of battle. There are two men in the deepest floor of the dungeon. 
One is battling a monster, and the other is cowering around the 
corner. Equip your best weapons for dealing damage to single 
enemies, heal all party members, and then rush in to help the 
beleaguered fighter. 
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Grrrgoyle 


- . The grrrgoyle has a few ways to 

mess with your party. He's an awful 
damage dealer, tacking the potential for area-of-effect 
damage or strong single-target burst attacks. Thus, it's 
easy to defeat the boss with a bit of patience. 


Expect to see flash attacks that can blind your party, or 
fuddling spells that confuse your characters. The latter are 
more dangerous because confusion sometimes forces your 
party members to attack each other! 


Despite that, the grrrgoyle has so little damage output tha 
he can't finish off targets. Have Milly slam down Crack 
spell after Crack spelt to keep her damage flowing, and 
let the boys hammer the boss with melee attacks. Using 
the Sap spell early in the fight is, as always, a wise move 
to increase future damage output. 


"tt ■- an agility ring! 

—r: puts the agility ring in the bag. 


By Killing the grrrgoyle you save the wounded man and can help him to the 
surface, tie s already emptied the chest nearby, so ail that's left is to escort 
the guy onward and upward. 


Upon waking, a scene immediately follows, and you receive the minror Key 
afterward. You also get to know that you did a good thing! 


Take him back to his companion. The tw r o reward you with an agility ring 
before they leave the cave, hollow them and return to Amor. 

THE FINISHING TOUCHES 

You still can't rest at the Amor inn, but the church basement was comfy 
enough last time. Go and rest there. The worker in the church's basement is 
the guy to talk to; he'll tel! you to go ahead and have a snooze. 


;;|O j 





















A Side Trip to Wellshire (Optional) 


LOCAL MONSTERS 


LOCAL TREASURE 


SEED OF LIFE, A PRAYER RING, AND 5,000 GOLD 


A DAMSEL IN DISTRESS 

If you'd like to do a good turn for some people, take 
a break from the main story and go all the way to 
Wellshire* If you don't have it on your Zoom spell/ 
chimaera wing list already, it's a bit of a trip* Zoom 
to Alltrades Abbey, and use the well there to switch 
worlds. Then, Zoom to Haggleton, walk west to reach 
the pit, and switch worlds again. This plops you down 
near Wellshire, in the phantom world. 


Once you're in town, talk to 
the Mayor twice, lie'll tell you 
about his problem. After he 
leaves, exit the town and walk 
north until you get to the 
building that surrounds 
the well. Talk to the guy 
f w ho looks like a thug; he's 

standing beside the building. 


mmmmmmmummmmwmtwmw 


RECOMMENDED LEVEL 




Talk to Cynfhio and detide whot Jo tell her father 

Return to Wellshire and talk to the Mayor for your 
formal reward 


Travel fa Wellshire and speak to the Mayor 

Talk to the Mayor a second time and then leave town 

Head north, to the well you saw earlier in the game 

Talk to Bigg and Uddte/fight them, and save Cynthia (Optional) 


* Who do you lot fmk you are? 'five you aome on 
the Village Chief? behalf, by any ehartee? 


*: fis you've probably gathered, my poor daughter 
Cynthia 1 ? gone an J got herself kidnapped 




































Tell him that the Mayor sent you. Don't pay him any Gold either. Refuse him and rip into the punk! Or, give him 
5,000 of your own Gold. Both end up helping the girl, so either route is productive. 

Refusing to pay forces the fun boss fight that is described in the following section. If you refuse to pay the ransom 
and defeat the thugs, telling the mayor you paid the ransom will grant you 5,000 Gold while telling him you 
defeated them will grant a seed of life* If you do pay the ransom, telling the mayor you paid it will give you the 
5 000 Gold you spent back plus a seed of life once you speak to him In town, while telling him you defeated the 
:hugs will grant you both a seed of life and a prayer ring. 


because prayer rings are hard to come by at this stage of the game, the latter option may be your best bet. That 




DEFENCE 


AMD 

Liddli 


ATTACK 

DEFENCE 


one of the first 
than just "\ have 


fun to fight. This ts 
tad more complex 
t to give it to YOUl 


jg and lid die 
counters that 


die is the man to beat* He'll try to protect Bigg, he can 
a medicinal herbs to hea 1/ and he's faster to take down, 
p hinv Crack him, and use melee to cut him even further 
w« to size* Once he's removed/ bigg is doomed. 


u have to face some fearsome shouts from Bigg while 

s fight continues on, and that cuts into your damage somewhat. Be assertive about healing, 
needed, and enjoy the good times. 


said, it's a matter of personal preference. 


After the creeps fall, interact with Cynthia to untie her. The Mayor of 
Wellshire shows up a day late (but not a dollar short), he's sure happy about 
how things turned out. If you lie to him and say that you paid the thugs, 
hell reward you with cash, if you tell the truth he ll give you a seed of life 
the next time you talk to him in town. 


Either way, you get a set of boxer shorts from Bigg and Liddle* Why the hero 
keeps those, well never quite know. 
























ACTIONS REQUI 


LOCAL MONSTERS 


200 GOLD 


IRON CUIRASS 


LOATHSOME LEEK 


RA'S MIRROR 
SEED OF AGILITY 
SEED OF STRENGTH 


DEVIL GLASS 


silencing ram 


CUSTODIAN 


RECOMMENDED LEVEL 
atrapRoam 
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Moonmirror Tower 


GET TO ZE TOWA 

Stock up on medicinal herbs and get a good night's rest for your group before 
proceeding. The next dungeon is fairly involved. 


The tower you're looking for is closest to Somma, so Zoom 
over to that location and continue northwest over the 
hills and grassland. The tower is surrounded by f 

mountains, but it's easy to reach. / 


Go inside and take the only route through to the 
first level The path winds around and passes 
a staircase that leads down. There's nothing 
below at this point. Instead, continue onward 
to the stairs that are west of your party. Go 
into those and open an unguarded chest for an 
iron cuirass! 


back to the main floor and examine the mirror above your party. Try it again, 
but be ready for a fight against three corpsickies. 
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SEED OF AGILITY 


WEST TOWER 
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Delectable Detritus! 


This encounter isn't a$ easy as it looks when the battle begins* 

Don't underestimate these fiends* Their damage output ts actually 

higher (when totaled) than the bosses you've been fating so far* In addition, 

their combined health is rather substantial too* 


The key to surviving against the corpskkles It to use the Squelch spell 
immediately if they manage to envenomate any of your party members 
Poison isn't too big a deal, but the damage output from envenomate is 
enough to cost you substantial time and MP or herbs* 


This is one of the rare boss fights where area-of-effect weapons are quite 
useful* Don't bother to switch gear for high single-target damage* It's useful 
to get damage started against everything at once, especially because 
corpskkles can beol themselves a little bit. 


Keep Willy in fairly permanent Heal/Squelch duty, and have the guys keep 
tearing up enemies* Once one of the corpskkles falls, the rest are doomed. 


Crack, from Milly, is also deadly againsi them. 




If you use too much of your resources in this fight, remember that you're close to town. It's 
fine to cast Evac, then Zoom, rest, and return. The whole process only takes a minute, and 
that gives you at! of your resources back for the remainder of the dungeon. 


There is a treasure chest with 200 Gold in the northeastern corner of the level. Get that 
before you take the northern stairs. 


THE EAST TOWER 

The second level is divided because there are two 
;,:v.ers in this area. You can't enter the western one yet, but the eastern tower is fully 


Go inside and start climbing. 




£ AuOst 


rr.ap here is confusing to look at, but there aren't really that many choices as you 

As long as you go slowly and search thoroughly, you won't miss treasure or get lost. 


Shadow Boxing 

There ere enemies up in the tower colled shadows. They hove o high defense, so Carver is the 
best person to kilt them. Hts regular attacks are decent, and his Double Up attack (that he 
gets at level 14) is even better! 


























:' your way up, you meet a girl who is translucent, like your hero used to be. Use the dream dew to help her out, 
ine 11 join your party later on as a result, 

' xr the top of the tower is a level with a lever and two additional 
---- xases. Use the lever as soon as you see it This unlocks the western 
. er for your party to explore. Do HOT jump off of the ledge here quite 
Instead, investigate both staircases nearby; they lead to small areas that 
:h have a mirror and a purple orb. 

-x-ray both purple orbs by pushing them away from the mirrors, so their 
action cannot be seen. After they're destroyed, leap off of the tower and 
r - west to start your way up the other tower, 

T S ALL DONE WITH MIRRORS 

-- astern tower is quite similar to its sister on the right. Climb the staircases and look for the seed of agility that's 
m : ^ couple floors up. Beyond that, there isn't any more treasure to stress abouL 

': : • the linear path until you reach a dead end. You'll notice a staircase reflected in the last mirror. That's odd, 

>: ;:.;se there isn't any staircase visible along the path ahead. Try examining the area where the staircase "should" 

be, and then see what happens. 
Behold I Stairs, where there were 
none before. 

Take these steps to the top of the 
western tower. Ignore the lever 
there and use the side stairs to 
break two more purple orbs. It 
won't take long, and this lowers a 
:cat contains Ra's mirror. The room falls all the way to the base of the tower. Hop off the current tower and 
' . ;ne room! 

—v will get Ra's mirror without a fight. Agree to let Ashlynn join the group; this puts a fourth character in your 
5ce s extremely low on experience, but as your party members say The more, the merrier.' Besides, she's a 
: - d caster, and you don't have access to any of those vocations yet. Eventually, she'll get good at clearing out 
~ croups of foes, 

1 done all that you can do here in this dungeon. Evac, Zoom to Madame Luca, and rest. When your party 
3dame Luca will cast a spell that will allow you to switch between worlds with Zoom whenever you want. 
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ACTIONS REQUIRED 


recommended level 


•Speak lo the King agalfi in the evening, and then in the 
warning afterward 

♦Leave Somma and travel southeast, toward Mur daw's realm 


Another Stop in Somnia 


?e switch worlds, then Zoom again ta Somnia 
wmrm to the King and watch the scenes that follow 


DANCING BETWEEN THE WORLDS 


5 ; :- :s Zoom to Somnia and talk to Captain Blade there. You'll find him on the second floor of the castle, by the steps up to 

ire royal chambers. He'll escort you to the King, 



Show Ka's mirror to the King. Several scenes follow. When evening falls, return to the 
royal chambers again to see another scene with the King. Speak to Captain Blade to 
conclude the evening. 


Events transpire the next morning, and a strange person named Apnea joins the 
party. She wants you to travel southeast, into the realm of Murdaw. There are now 
more questions than ever, but it sounds like the right thing to do. Leave Somnia 
and proceed! 





























CAL MONSTER! 


DANCER'S COSTUME 
IRON HELMET 
MAGIC WATER 
SEED OF MAGIC 


arrghgoyu 


RECOMMENDED LEV El 
m ro proceed) 


Oimb back gp und use four more pressure plate? to shine 
light on a subternmean level beneath your group 

Take the stairs on the left to enter the cavernous room, 
carefully navigate to the far side, and t ake the stairs up 

Use the southern pressure plate ta shine light on the stairs 
leading down 

Take the new set of stabs and proceed toward Morderw 
Defeat Mtirdaw in his lair 


Travel east until you hit the mountains, then turn south to 
find a guard outpost 

Go through the autpost and continue south, then east 
Cross two bridges to reach the Under keep 
Traverse the first part of the dungeon 

. ■ 

Get Ro 7 s mirror back from Apnea when you enter the deep 
part of the dungeon 

in the new area, go dawn the stairs to the right and step on 
two pressure plates to unlock doors above your party 


The Underkeep 







































ENTRANCE 































rOME GUARDS DREW THE SHORT STRAW 

' ■ east until you reach the mountains east of Somnia, then turn south. This quickly gets your party to a guard 
but this one is in need of great repair. Something tore through the people here, so you won t get to chat 
- . / A traveling priest has come through, so you can engage him if you 
: any church services before you leave the outpost. 

Zr e other side you find a poisonous swamp. Go through a short patch of 
t f ? %amp and over a bridge. Continue east, over a second bridge and into 
i ■ :> swamp. There is a cave called the Underkeep that you 11 discover in 
ire center of this bog. Go inside! 

r :avern is quite linear. There's really only one side passage to take while 
*7 . party journeys through it. This section occurs early on, when you reach 
ue :- rd room. There is a side cave that you can take through a few optional rooms; it leads to a seed of magic, so 
: i crth exploring, 




After doing this, come back out to the main area and proceed along the 
only remaining route. There are a few tougher monsters in here, Arrghgoyles 
are certainly worth noticing—they have high defense, a high damage output, 
and are good to kill with spells or burst damage abilities like Double Up, The 
path eventually leads you to a set of double doors. Go through these. 













































DANCER'S COSTUME 


:: jr pari> is now in the latter part of the dungeon. There isn't much left to do, but these 
" -: rs :ake some finesse. When you first enter, Apnea returns Ra's mirror to your hero. For 
■:w :hat isn't important, but it's useful to note. 

There are two Socked doors on the path ahead. To open these, descend using the 
stairs on the right and look for two yellow pressure plates on the floor. Step on these to 
unlock the doors above. 

Climb back up and look inside the two new rooms. There are four pressure plates there, in total. Step on 
each to let light from this floor shine down into a dark room below your party. That's where the staircase 
on the left leads, and you wouldn't be able to navigate well down there without the light. 
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Ill III!? i'll i 




I-.izend the stairs on the left, and enter the room with the dark floor. 

: uily walk around the ledges; falling off forces you to climb back to the 
“ ■ .1 floor and start over, so it s better to go slowly and carefully. Lead your 
all the way north and turn east to get the dancer's costume from the 
> chest in this part of the dungeon. 

. - south shortly after and go to the bottom of the area. You can see a 
case nearby, but It looks like it's impossible to reach, have a bit of 

■ Step north, into the darkness, and hook around to those stairs. The 
fc>: ■ is there; you just couldn't see it, 

. :he pressure plate above to brighten the last patch of darkness in 
:avernous room. Get back to the dark chamber and work your way 
-id to that stairwell in the newly lit section. It leads to Murdaw's private 
c j-bersi 

■ heal your party, equip your weapons with the highest attack values, 

»: talk to Murdaw. It's no surprise when he attacks, 




Treacherous Murdaw 


Murdaw can attack with great force to levy 
considerable damage against your party. His 
■effect magic is strong, and his single target output 
i either. You should put MiJJy on almost permanent 
duty throughout this encounter. 


the hero and Ashiynn slap oh a double Sap in the 
>und, then let Ashiynn negate any Buffing that 
aw does throughout the fight. Put Carver on Double 
ty, and watch the damage scream in. Doing almost 
amage a hit isn't uncommon with this setup. 


iero should supplement Carver's damage, but be 
to act as a secondary healer during any round 
more than a single person needs healing. 


Murdaw exhales a fierce fref 


try to win too quickly; just keep everyone's health 
while Carver wins the MVP award. 


-• -he light of Ra's mirror on Murdaw when he tries to escape. Several interesting things are learned afterward. 
k and then Zoom back to Somnia when the scene ends. 





































IPmS 


;•• recommended ievei 


ACTIONS REQUIRED 


IRON STAFF 


STEEL BROADSWORD 


CAUTERY SWORD 


LOCAL TREASURE 


IRON ARMOUR S#^®*3|l200 Hi 
FUiL PLATE ARMOUR 2300 Bfer#; 

CLOAK OF EVASION 3000 

IRON SHIELD : WSSM 720 I jj § 

SILVER TIARA 450 

1100 


PLAIN CLOTHES 


IRON HELMET 


ITIM SHOP 


lit: 


MOONWORTBULB§* 


Wimmmm- 




RECOMMENDED LEVEL 


EQUIPMENT 


QUIPMI 


: 0ST jlN GOLD) 


Two Somnias 


• Return to Soituua, talk to the Chancellor, rest, and then travel to Somnto in the other world 
► Go to the caslk and deal with the guards 

• Toil to the King when you can, dad then meet him again on the 2nd floor parapets {southwestern side) 

• T afcv ?be King's Royal Missive and search for the sacred village of Ghent 


WE'RE SORRY, HERO, BUT THE KING IS IN ANOTHER CASTLE 

Go up to the castle throne room and talk to the Chancellor. Fill him in on everything and then rest, as he directs. In the morning, :a *1 
to a couple people and make an attempt to leave the throne room. It seems like you should take your party back to the other wcr: 
Do this b. ..s g Zoom, then Zoom again to Somnia. 


he King ; , es you a Royal Missive, and says that you should take it to the people of Ghent, 
Be sure to save before your party leaves town, then take your party straight north. 


The People of Ghent 


Go through the guard post to the north, and continue northeast until you reach Ghent 

Enter Ghent and show the royal missive to the town elder {in his home in the 
northwestern part of town) 

Attempt to leave : “ t :/ ; ; v 

Follow Nevan to the Providence and tell Mm to set sail 


When you arrive in Somnia, talk to the guard at the castle gate. After a while, the King will 
sun:me r your party. A good conversation follows, at which point hell ask to speak with you 
priv ate:> Go back downstairs and out onto the parapets. The King is on the lower-left side of 
: ; e 3 et "a - io nim again and agree to take the battle to Murdaw, in this world. 


mm 

































































A HOLY SHIP 


The hire 5 :re read of a primarily land locked nation. He no longer has a deepwater navy, having lost his best vessel, so 

he has sen >o~r parry 10 Ghent to borrow their ship (the Providence), 

5. 2 v ': 2: y 0 u d hke and can afford from the local stores. There are some great single-target weapons here. After resting and 

savin; search fcr a few spare items and talk to the town elder. He's inside his home, in the northwestern part of town. It takes sorr- 
:: -: :: the elder is convinced to let you borrow the ship. 




LOCAL MONSTERS 


LOCAL TRI 


1150 GOtD 


GGODYBAG 


- . 

■'V 


RECOMMENDED LEVEL 

(18 TO PROCEED) 




• Disembark from the Providence 

• Examine the trashed vessel along the shoreline (optional} 

• Enter the caver# nearby and explore if thoroughly 


fiest on the far side of the aive complex 
Talk to Willy after you leave the campsite 

'■Am.?: wmmm 


Leave die Providence after equipping Nevan with any 
spare items that sou have on-hand. 


The Isle of Murdaw 

J 

MM 


MALEVOLAMP 

WBSOBOSHU 

MUDSLINGER 


THAUMATOBAT 

L. 

UN DENT UR ED SERVANT 

WALKING CORPSE 

HHHHi 




THIS PLACE COSTS NOTHING TO HEAT 

Before entering the cave on this island, look along the shoreline for a crashed vessel. The more you learn about previous 
attempts to battle Murdaw, the more it becomes dear whose ship that is. 

Leave the vessel and go into the cave when you're ready. This small dungeon is broken into separate areas by a number of lava 
flows. Your party can walk over these, but it taxes your healers' resources. Everyone in the party takes damage while you're 
walking across the hot lava. Thus, you can take the safe routes that are mentioned here, or you can throw caution to 
the wind and get things done faster by grabbing items whenever you're physically close to them. 


c - are c red by V evan, a pious young man who 
has 12 ir > our journey. He'll slip into the party, and 
Ash >nr stays on the ship when your party arrives at 
Lherr destmarion. 





























From the entrance, walK left, staying on the darker stone, and use the 
stairs in the southwest. This quickly gets you a chain whip. If you grabbed 
a morning star back in Ghent, you will still want to use iL if you didn't, this 
might suffice. 




Go back to the main part of the room and walk north. There are two chests 
(in the north and the west arms of the area). Loot these to obtain a full plate 
armour suit and 1,150 Gold, 


-lily, use the stairs in the northeast to descend. Your group takes minor 
^ age doing this, but it can't be avoided. Walk to the southern portion of 
e lower area to steal a seed of life, and then return to the beginning. 


ce there, walk through the lava on the eastern side to reach a different 
rcase. Travel up another set of stairs afterward. The third floor has a 
:5t in the upperdeft, it's a cannibox. 


=r killing the cannibox, use the eastern stairs. This lets you get out of 
neiy part of the dungeon. Instead, you find yourself in a series of watery 
sages. There isn't much more treasure here, but there are a few more 
n;boxes, Keep fighting these monsters if you like. 


route is direct and linear at this point. Follow the caves until you get to 
other side of the dungeon. Once you arrive, your group gets to rest. Talk 
filly, and advance on Murdaw's Keep, 


Uh-'oN The treasure chest is actually a canrifcoxl 


in MURDAW'S ISLE, CHEST TRIES TO OPEFi YOU! 


Canniboxes look like regular chests to loot, but they 
attack your party if you try to open them. Even though 
they possess death magic, it's usually safe to attack 
them. Just go all out. Always Double Up, cast offensive 
spells, and do what you can to ensure that these 
enemies die quickly. 


As a reward, you often get worthwhile items, like a 
seed of agility. 


Jh-di! The treasure chest is Actually a canrabocd 
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iCAl MONSTERS 
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SORCEROR 


PESKY JESTER 


RECOMMENDED UVEl 
(19 TO PROCEID) 


Murdaw's Keep 




' - 300 GOLD 


SKO ESSENCE 


FRfOAW | 
tHON WA5K 
































“HIS TIME IT'LL WORK LIKE A CHARM 

- rdaw's Keep looKs much like it did the last time your 
: j came here. Luckily, you have a lot more resources 
. draw upon for this encounter. 




->3k around the entry room before you begin. Talk to 
: an; he'll say a prayer that locks your group into this 

area. That way, 
should the worst 
happen, your 
party won't be 
destroyed if they 
are defeated. 
Instead, they'll 
be able to heal 
rest, and return 
to the keep. 


next, use the 
stairs in the 
upper right. 
These take you 
to a treasure 
: !ii. There, you get an iron mask, an amor seco 
isence, and 1,800 Gold. 


mb back up and use the other exit from the first 
: the opening in the upper left side of the room). 

5 takes your group down a winding hallway. On the 
~er side is a large room. Carver bumps into someone 
rortant, and he gains a new ability because of it 
■. :kle Sandwich fails more often than Double Up, but it 
esrTt, expose the big guy to as much damage in return. 


final battles are in front of your group, but there is 
some treasure to be gained here. Open the door 
die lower-right and take the stairs beyond. You have 
:fivate and kill a statue on the way in, but these 
ptrices aren't deadly as long as you let Nevan heal 
ie everyone else beats on the target. 




a mojor boast 
to your party's 
survivability in this 
dungeon. 


Nevan brandisires th 

Staff of Gh«M ( 

If-" . ~ J if- 

-J Ik- ] 


The urn in the lower level is an enemy. Urnexpecteds 
are like canmboxes (but meaner!). Don't mess with one 
of these foes unless you really want to roll the dice, and 
this isn't a dungeon where that's a great move. 

Instead, dear your way to the left, and look at the top of 
the map. There is a fire claw in a chest. This weapon is 

a great upgrade 
for Carver, and 
you need all the 
firepower you 
can muster for 
the boss fight 
that's coming 
up. 

Make your way back to the room where Carver had his 
scene, and take the main door. Before reaching the 
end of the adjoining chamber ensure that Nevan has 
the Staff of Ghent. This provides major healing in the 
next battle. Equip all characters with high single-target 
weaponry. If you've found any items that raise the dead, 
give them to someone tough! The hero and Carver are 
both good choices. This way, they can revive Nevan if 
he falls during the end fights. 

























































































































AMOR SECO ESSENCE 



TAKE TWO 

Flurdaw sends your party elsewhere as soon as he can; 
he is a consummate coward. When your hero wakes, 
Tania will insist on examining a mirror. Luckily, this 
break heals everyone in your group and restores their 
MR, so Flurdaw 
kind of shot 
himself in the 
foot 

As soon as 
you return, the 
battle begins. 












































WBSBwmmm 


Murdaw 


Prickly Pranksters 


ATTACK 


DEFENCE 


AGILITY 


GOLD 


This fight isn't too vicious (it gets worse soon after}, Murdaw has two prickly 
pranksters on his flanks, and all targets come after your party aggressively. 
Have Nevan use the Staff of Ghent every single round on the individual who 
needs healing the most. 


Let your hero and Carver do the real damage, Be careful when you use 
Double Up in this fight and in the following battle. Murdaw's area-of-effect 
attacks require severe healing, and you don't want to put any 
undue burden on your healers! • 


Murdaw exhales a fierce fire! 


Murdaw shakes off Sap in both of these fights, so save 
your hero some effort. 


Because area-of-effect attacks are common here, it's important to 
have both the hero and Milly on standby. If they don't need to heal 
in a given round that's fine, but always err on the side of 
caution. When Milly isn't healing, have her Buff Nevan, 
then herself. 


Don't bother 
killing the 
pranksters. 
Murdaw can 
summon more 
of them to the 
battle, and the 
sooner he dies 
the better your 
life is going to be. 
In addition, it's useful to have a round or two to heal 
fully after Murdaw dies. That lets you enter the second 
stage without any vulnerable characters. 


Nevo.n brandishes tbe Staff of Ghent! 



LI \ 


ATTACK 


_ 

DEFENCE 

WEbESL 

|| \ 


AGILITY 





















Round Two: Fight 


ATTACK 

DEFENCE 

AGIUTT 

EXP 

GOLD 


r gets really ugly after you embarrass him- The second 
undoubtedly the hardest battle up to this point in 
te. Murdaw can attack twice a round when the mood 
urn, and each action can be agonizing* 


bie actions: Chilly breath (area *of-effect), lightning (are* 
act), blinding ability (area-of-effect), sleep attacks, and 


worst rounds, you should expect Chill Breath and 
fig. These attacks can dish out about 80+ points of 

e to all party members, so don't rely on 50% or even 75% health to be enough for all 

characters* Instead, go by hard numbers* Keep each character 
above 100 HP at ail times* If you have to have the hero, Mifty, 
and Nevan all on healing duty, so be it. In fact, you should 
expect to use this tactic during the heavier turns of combat* 


When Milly gets even a moment to herself. Buff Nevanl He's 
the most vulnerable character* If possible, have her Buff herself 
and the others during future turns. 


increases by 23! 


Carver, with his new fire claw, is the key to victory. He's the 
who is likely to do heavy damage* Let him carry the heavy weight while everyone else 
s group going- Compulsive healing by the other characters reolly is the key to success. 


C 


After defeating Murdaw, the hero is taken back to Somnia Castle and you 
receive a lightning staff for your trouble. Your group is allowed to Keep the 
Providence, for now r , and there is word that Alltrades Abbey can be visited. 

Save your game, and start the next phase of your great adventure. 






















TREASURE 


BLAGlC 


CAUTERY SWORD 


BONE STAKE 


STONE fANGS 




m RECOMMENDED LEVEL 


mmmmmmnm 


ALL TRADES, ALL THE TIME 

Alltrades Abbey is still destroyed in the real world, but a soldier in Sornnia says that he dreamt of Alltrades Abbey and that 
it had been repaired. So, Zoom to the dream world to reach the functional version! 


i jfl 


Alltrades Abbey Has Been Repaired 

















































Do this now. ft's fun to figure out a good combination of vocations for your 
:<arty members, [f you'd prefer a simple loadout, try two militant vocations, 
- priest, and a mage. An absolutely classic party would include a warrior, 

: martial artist, a mage, and a priest. However, there are MANY viable 
lombinations, and you can experiment as much as you want 




* Very weS. Then- 
rgnlw the Priest 

etose your eyes, Hevai 

fft HSid. 

▼ 

n r and 



Mix and Match 

For high speed leveling and gold farming, a mi!irant group is the hest. For example; two 
worriers, a medial artist, and a mage. Leave o priest In the wagon and let them do all the 
healing outside of battle. For boss fights, a party needs more survivability. Thus, the priest 
needs to come into the group, and you con easily sacrifice some of the damage output to 
make room. 


man who helps you change vocations is at the top of the main level. There are also stores, a bank, a priest, 
r 3tt> 's Party Planning Palace, and an inn. This place has most of the amenities. Toward the middle of the top 
: r are two people who'll let you know how many battles are needed to advance in your careers and what these 
stations actually do. 

Search the lower level of the Abbey for a mini medal (it's at the top of the 
map, in the room with torches and pots). The other treasures flank the well 
at the bottom of the basement. They're in side rooms that are somewhat 
hard to spot, so be on the lookout when you see the well. 

When you're done here, switch worids and Zoom to Ghent. Notice that the 
Providence is moored just south of town. Board the ship and prepare to 
set sail. 






is don't want to recruit a new character at this time, skip the next couple of sections and move on to 
jott instead. The character you recruit in the next two areas is optional, but he's an avyesome addition to 
cam. You may want to seriously consider recruiting him. 
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ms REQUIRED 


STGNE FANGS 


ANTIDOTAL HERB 1 
MINI MEDAL (X2) 
RAGS 

sg«H 


FULL PLATE ARMOUR lBP£i^ v 2300 


RON CLAW 


CLOAK OF EVASION 
IRON SHIELD 


iDGzV BOOMERANG 


BROADSWORD 


STEEL 

CAUTERY SWORD W 






LOCAL MONSTERS 


SCRIMSLEY TERROR 


MEDICINAL HERB 


20 


MOONWORT BULB« 




CHIMAERft WING 




: -RECOMMENDED LEVEL 


• After defeating the Terror, talk to the innkeeper and res! 

• Talk to the old woman in the house on the sooth end of town 

• Leave Stfimstey and searth for the seeds of renson 

• Give the seeds of reason to Amos 




EQUIPMENT 


A Trip to Scrimsley (Optional) 


as iBudt os you like {Optional) 
i: fcst from Ghent end Look for o signpost on the northern toast 
r, and head to Scrimsley, to the north 

To« to Amos, the town hero 
— at town inn for the evening 
■ • ,--u woke wp, head to the inn's roof and move to intercept 












































NGS ARE GOING BUMP IN THE NIGHT 

I tains,ley is a nice little town, and it has good citizens. That said, they're acting a bit strange, Flo one seems to want 
I tea. :o stay at the inn, and there are holes around the town square. Has something been tearing up the place? 

■ Sea :n for mini medais in two spots. One of them is in the holes that were just mentioned. The other is inside a 
■taii: ig that is north of the item shop, 

t _ms out that there is a town 
■hr : his name is Amos and 
I one around there loves him, 

Ski 1> Amos isn't feeling well at the 
ra : merit, Go and talR to him. His 
■ta^c is on the northwestern side 
■■fBGfeH, 

111 utb him, then save your game at the church and rest at the inn. The innkeeper makes another attempt to 
■ta: off your party, but push back and say that you'd really like to stay in Scrimsiey for the evening. 

f 1 you wake, use the stairs Inside the inn to head up to the roof. Drop down from there and confront the 

■ ■crfier that is causing a ruckus. A battle begins! 


























ATTA CK 

DEFENCE 

A GILITY 

EXP _ 

GOLD 


The Scrimsley Terror 


The melee and special melee attacks from This monster are pitiful, so they 
aren't much of a concern. Instead, you're waiting for the stomp attack that 
does major damage to everyone in the party, if you keep everyone in the 
party healed and over 80*90 HP, you shouldn't have any problems at all* You 
can even Double Up with Carver, so long as he stays property heated. Lay 
off the heavy attacks after a stomp has occurred, and let your party recover 
before you turn up the heat a second time. 

'• • • ■ ■ . ' ;v: -' W.: ■ V. C /•.'r' 

The Terror is hard to Sap, but if you have a priest with the Kabuff spelt you 
can ignore just about everything else the Terror has to throw at your party. 


My caste Kabuff? 


=, e iawn once you are ready. You are now in search of the seeds of reason, and they aren't that far away. 


The :: r: ■ approach you after the battle ends. They ask that you get some rest and you 
’.3 - esce. You find out more from them in the morning, flow you can rest at the inn 

, ;r mp.. : but >our rest will be somewhat disturbed each night 

5:e?r : :ne old woman on the south side of town. She has an idea that would help get rid 

o: n_ ^:er for good! 


KEEP QUIET, FOR NO W J 

Don't tell Amos about the monster. Doing so causes you to lose a useful opportunity later on, and It also 
prevents your party from being able to do as much good here. Don't tell him anything, for now, to do the 
right thing later on. 















LOCAL MONSTERS 


LOCAL TREASURE 


RECOMMENDED 1EVFL 
(21 TO PRCKEm 




Walk northeast from Strimsley until you find o special 
mountainous area . /fVjy I M *'i - i- 

Climb to the top of the mountain and talk to a plant 
Search one space to the left of that plant to find the seeds 


Return to Scrimsley and give the seeds of reason to Amos 
(Amos joins the party) 

. 

Travel east, to Arkbott 


Hazy Heights (Optional) 


A REASONABLE QUEST 

l:ur goal is at the top of the area. To reach it, the party has to switch 
veen several cave systems. The first is almost directly above the 
e'Trance. Climb up and travel inside, 

1 *en you get to the other end of the cave, climb a nearby ladder and look 
fcft There is another complex. This one doesn't lead anywhere, but there is 
i .rest at the end of it and you are able to loot a free morning star for your 
z^ible, 

lenirn to the previous cave's exit point after you obtain the morning star. 
T^r" to the right this time and proceed in that direction. Your party passes 
it cer a bridge, so you know that you're going in the right direction. 


things start to get linear again. The cave ahead leads to the top of 
U ; area (near the bridge). Take the bridge left, to the other peak of the 
tic untain and keep exploring until you reach the top. There aren't any other 
teasure chests or side routes at this point. 




















































I to Amos' house in the northwestern 
bar. of town and talk to him. Give Amos the 
_:s of reason and watch what happens, 
him to join the party afterward and 
he happily do so! You've just gained a 
sr: ng ally, and you have performed a nice 
hor tor Scrim si ey as well Good job! 

te : e you continue, think about going to 
; ilt^des Abbey to start Amos on a 
I uocadon. 


'-:ract with the green sprout at the top of the mountain. Tell the plant that 
:. re looking for the seeds of reason. He'll tell you to search nearby. Try 
pressing 0 in the spot that's just one space left of the plant. You get to pick 
he seeds without a fight, then you're free to Zoom back to town. 


Use Caution with New Vocations 

Don't be too cavalier with your party. Even though you've faced most of these monsters 
o number of times, it's important to remember that you might hove slightly weaker party 
members at this time. Characters that have been thonged to mages or other weak vocations 
may have low HP. Because of this factor, it's easy to get token out by high damage monsters 
like pesky jesters when you don't heal properly after battle. 



























REQUIRED 


LOCAL TREASURE 


ARMOUR SHOP 




|K|MK 


MINI MEDAL (X?) 


FULL PLATE ARMOUR 


SLIME G00NIFORM 


DANCER'S COSTUME 


4300 


LOCAL MONSTERS 


ITEM SHOP 




MEDICINAL HERB 


C HIM A ERA WING 
GOLD BRACER 


l RUTUS 


RECOMMENDED LEVEL 




Go to the training room and fight Brutus to prove yourselves one 
final time 

Talk to the Ring and the Chancellor in the throne room, trod pick op 
a large coffin 

Leave Arkbolt and travel northwest 


mEEnEMM 


EQUIPMENT 


Arkbolt 


.. E iTsannaBi 


11 

• So 


* east, away from Scrimsley 

* Load on the for side of the sea and walk east to reach Arkholt 

* :: ?• side the costle and talk fa Bronson, a guard who is blocking 
Ike polk; prove yourself to him 

* Artodi Irak mi Brock on the third floor 

* Edk to ike Ring and agree ta help him; talk ta Brutus after ward and 

« finer yo* r l meet him in the training room 


STEEL BROADSWORD 
MOfttHNG STAR 
AATTLEAXE 
CAUTERY SWORD 
SP X£D STEEL WHIP 


B R OK 


BROCK 

































































^OPLE ARE KIND OF TESTY AROUND HERE 

voolt is having problems with a monster off in some nearby cave, and 
or has it that the King is willing to issue a great reward to anyone who 
on help out. That sounds great, but his soldiers are a bit picky about who 
fey allow to tty out. 

The initial gate guards let your party in without a real fuss, but you can't 
o' ore too far before you meet up with Bronson; he's a soldier blocking 
toe way into the main part of the castle. Consider resting at the inn and 
toning any new equipment before you decide to face him. 

Bronson attacks once you tel) him that you are ready and that you want to prove yourselves. 


































Bronson 


The first of Arkbolt's "elite" soldiers isn't much of a 
test for your party* Bronson relies entirely on physical 

damage, so Kabuff can keep your whole party from taking any real damage 
throughout the fight. Cast it twice and wade through this chump. 


Hilly casts Kabuff! 


Even if you don't hove Kabuff, this guy is a pushover. 


With Bronson defeated you are allowed to climb to the second floor of the castle. Search the surrounding area for a mini medal (on 
the left side of the floor). There is a second medal in the kitchen, 


The item store is also accessible now. It's hard to reach but you can follow these directions. Go outside once you reach the second 



floor The stairs you want to take are in the northeast corner. They continue down. Climb down again to take your party outside, onto 
the castle grounds. Walk left under a walkway, and you end up meeting a merchant who really got lost. Buy his gold bracers; they're 
great for defense, and a fair number of vocations can equip them! 


Okay, it is time to move on to the second test. Go all the way back to the walkway outside the second floor. Two guards block the 
doors at the northern end of the map. Talk to them when you're fully healed and ready to go. 


RICK 


GOLD 


still the secondary target 


Brick has some great spells, but he 1 
Brock is a defensive fighter, and he knows how to keep his friend alive. 
He'll spend many of his rounds protecting Brick, and that eats most of your 
damage when it happens. 


Put someone on Kabuff duty, if possible* As with the previous fight these 
guys are dependant on physical attacks for all of their damage* Brick tries 
to counter with Kasap, but as long as you keep using Kabuff that won't be a 
problem. 


Take out Brock and team up on Brick* He'll be helpless without his friend. 
Even when he Ootnphs himself he won't be able to do lethal damage* 







cj 


-; MmSSta 




'.vssaassr.: 






















1 

Go inside the throne room anti talk to the King. He's a decent fellow, and he explains why you have to jump through 
so many hoops to start the next mission. Begging your pardon, he asks that you defeat one final target. When you're 
jp to it, agree to light Brutus. Talk to Brutus, then head out of the throne room and take the stairs in the southwest 


:orner of the castle. Talk to Brutus again to start the battle. 



ATTACK 

DEFENCE 

AGILITY 

EXP 

GOLD 


Brutus 


;"a, is yet another encounter where you should use double Kabuff tactics 

from the beginning. Brutus wastes most of his rounds afterward with attacks 
that deliver trivial damage. However, you should stay on top of healing at aii times. Keep all 
health over 100, if at all possible. 


Every so often, Brutus nails the party with an area-of- 
effect attack that does crippling damage. Stop all risky 
damage output by putting at least two characters in your 
party on healing duty and recover as soon as possible. 

As long as you manage these factors carefully, everything 
dsould be fine. 


Brutus doesn't have any disabling attacks, so everyone 
who isn't healing can stitfc with regular, damaging 




mm 




After your party defeats Brutus, follow the king to the throne room. Speak 
with him there, then approach the Chancellor about getting a coffin to carry 
around. People do things their own way in these parts. 


Anyway, it's time to rest save, and 


leave town. 



WALKTHROUGH 















Wayfarer's Pass 


LOCAL TREASURE 


BATTLEAXE 


MONSTERS 

' ' 


ARRGHGOYLE 


UNDENTURED SERVANT 


: : ;P 


RECOMMENDED LEVEL 
(22 TO PROCEED) 

























































































warriors- are here on 


^ shears* 

■ T *f- appears! 


EMPTY 


The soldiers are holding the line 


against a couple of nastier enemies. 

You spot these two by the entrance to the main portion of the dungeon. 
One is a jumping jackal and the other is a hellstaiker. This pair of beasts 
does a huge amount of damage, but their health is low. Focus all of your 
firepower on the jackal to eliminate it quickly. Then, heal while slashing the 
hellstaiker to pieces. 


\ the first two areas; they're completely safe. Talk to the workers 
i as you go. Another adventurer is here ahead of you, but 
that won't cause any issues with your current quest 


.n 


* SPOT OF COMPETITION 

kpare'S Fass is a tunnel northwest of Arkbolt. It's 
■tec ~ e line of mountains above the city, and it's 
to connect to the other side of the region, 
kit; the workers can't fix a cave-in because 
have infested the tunnels. 


















































Victory grants you access to the rest of the caverns. There are only a few maps, so it won't 
take long to complete. Get both pieces of treasure in the first room, One is on the far right 
side. Go for this chest first because the other chest is on the left and you can get that while 
moving toward the stairs. 

At the top of the map there is an empty chest and a wounded beast. Whoever came here 
must be doing a good job, but it's a shame you can't score more loot. 

Climb down to the next level. Search the upper-right side of the map for the final piece of 
treasure, and go all the way to the lower-left to reach the other set of stairs. These take you to 
the bottom of the tunnels. 



There are eggs in this level that contain diethons. They are cooMookmg monsters, but you don't have to fight any of them if you 
not interested. Many of the eggs have been broken already. 


To the north there is a battle set to begin. The adventurer you're following is squaring off against a mighty lizard. Interact with : - 
monster and watch the awesome sequence that ensues. Leave the dungeon after it concludes. 





iCTIONS REQUIRED 


LOCAL TREASURE 


1 GOLD 


Tou cannot cast Evat until you've gone up a few floors and met with the soldiers again, < 
of them takes iho coffin off of your hands. Afterward, Evac starts working normally once 
again. Use it, and then Zoom back to Ark boil. 


Qh ee there, m k to the hi ng, 


Srecommchded livel 


♦Search for the three houses on the other side ofWayfarer's Pass 

♦ Climb the mysterious stoirs west of the settlement, then look for 

♦ Pass through the cave, using another traveler 's inn on the way 

♦ Inter the town of Arideo on the other side of the cave 


Just Passing Through 


After resting and saving in Arkbolt, use Wayfarer's Pass to cross the mountains. The workers have completed their repairs, so you: 
party can get through quickly and without mishap. Pass the first entrance with the guard to reach the newly available section of 
Wayfarer's Pass, 

Continue your journey north when you leave the tunnels behind. 



























’HESE POOR FOLKS HAVE 
SO LITTLE...TO STEAL 


he three houses don't have much of 


atue, The middle house is used as an 


r ■ so your party can rest if you like. 
Eteerwise, the mini medal in the top 
k ding is the only point of Interest 


i u talk to the locals, they'll mention 
a: ace to the west that is out of the 
<a : -ary. That's right up your alley, so 
•ey not check it out? Supposedly there 
m* r.airs that appear in the middle of 
wilderness, leading off into the sky. 




kr c the west of the homes; the 
jhk mz indeed sitting there, in the 
of the wilderness. Climb them 
hfe 3bz heavens and walk south once 
the summit Your group soon 
a cave. Go inside and loot 
ihet medal from the southern part of 
mtsm r -’ L.i. In the middle of the small 


sc 5 yet another traveler's inn 
c pretty common around here), 
du want, and take the exit to the 
Bees spits you out next to a town. 




MINI MEDAL 


S INN 30G 


ENTRANCE 


TO ARIDEA AREA 











































Aridea 



IONS REQUIRED 


WEAPON SHOP 


ARMOUR SHOP 


LOCAL TREASURE 


mmm 


HOLY WATER 
MINI MEDAL (X2| 
WAYFARER'S CLOTHES 


TORTOISE SHELL 


3000 


SILVER CUIRASS 


4300 


MAGIC SHIELD 
SHELLMET 


5500 


LOCAL MONSTERS 


ITEM SHOP 


RECOMMENDED LEVEL 


* Hove two drinks of th# bar and then rest 


• Battle with Jamirus 


Talk to the man by the dock (rod then tell the navigator that yoo're 
ready to go to the I sfe o' Smiles 


Ton to several key people io Aridea 
Night falls; join the villagers on the mobile bland fit's West of town) 


CHURCH 

















































v iBUSIi AHEAD 


In case you aren't paranoid, this is a good time to get 
your party ready for a boss fight. Right after the mobile 
island scene ends your group will have to face a major 
boss. Equip your patty for that type of combat. 


iter . - -:.5 of events, your party is taken to another location. There, a battle begins with a demon named Jamims. 

Itocar: oid this, so get your party ready before you deal with the bartender. 


THEY'RE NOT DIRT POOR; THEY'RE DIRT RICH 

odea is a town that has seen better days. Its well is drying up, no one has much money to spare, and the 
copulation isn't booming. Yet, many of its citizens are excited about something. They're all talking about a land 
^ere everything is perfect, and 
-:e, And, it's available to everyone. 


: ^ d better talk to a few more 
:eople to see what's really going 
: _ To advance the story, talk to the 
:Llowing folks: 


5-dp Tickle (in the weapon shop) 
man in the western house 
4 sister at the church 


A woman in the southeastern home 

The man inside the well 

An old couple in the southwest house 


*you've spoken with everyone, night will fall Save your game and exit the town, leading the group west, A 
:: ie island is at the end of a peninsula. Get onto the island and tell the man on the docks that you're interested 
- r.e isle o' Smiles, 


? and is basically a huge ship that can Ferry people around the ocean. Inform the ship's navigator, nearby, that 
eady to go, He'll set off for the ls!e and leave you to your own business. Go down below and check out the 
s:ene! Feople are having a good old time. Talk to the bartender and have a couple of drinks, on the house, 
wti how things turn out. 

i 

k _ // y > i 






















After Jamirus falls, leave the temple and go back to the mobile island; it's south of your 
current location. Get on the island and tell the old man there to head back to Aridea. 


While on the way, go into the bar and search the barrels for another mini medal. There are 
stairs down to the "ship's" hold, but none of the cells can be opened at this time. You need a 
better key! When you're done exploring the ship, tell the merchant at the bar that you'd like 
to rest until docked at Aridea, 


Go Visit Medford's Manor (Optional) 




ACTIONS REQUIRED 


SBBIHffi 


MR 

ATTACK 

DEFENCE 

AGILIT Y 

EXP 

GOLD 


Jamirus 


Jamirus is a brutal adversary. Unlike many bosses, it's 
not bis area-of-effect damage that dominates the battle- 
Instead, he tends to do burst damage. Thus, you might suddenly lose a hec 
or caster in the rear lines. It's hard to compensate for this, because Jamirt^ 
keeps pressure on multiple party members throughout the fight, so you hot 
to keep everyone tapped off as best you can. Jamirus attacks early in rout 
and can double his attacks periodically, so it's hard to estimate where he 
turn his attention. 


Having two major healers is a tremendous boon in this fight. Going forwa-: 
with only a single healer is reckless. 


The hero. Carver, MiHy, and Nevan are the best team you currently have to 
this encounter. Assign Nevan to healing duties, and let Milly switch between 
healing, buffing, and any other supportive duties. 


Carver recovers HP! 


L ECOWIWENDEI> LEVEL 




















: OLLECTOR EXTRAORDINAIRE 

»-•: Medford Medallion lives northwest of Haggleton, in an area that used to be a huge pit. You Know where that is; 
■ur -era fell down there some time ago! Make your way over there now and turn in all of your mini medals. There 
Si *e, er a downside in doing this; your mini medals count toward a cumulative goal, so every prize is just a stepping 
btr- along the way. By now, you should have enough medals for a staff of divine wrath! 




WEMS 

REWARD 

15 

STAFF OF DIVINE WRATH 

25 

RAGING RUBY 

16 

PLATINUM SWORD 

MQ 

MIRACLE SWORD 

50 

SANDS OF TIME 9H 


bk? aren't many other services 
I it Radford's Manor. You can visit 
|H~-" rest, or look around. After 
Ln checked out the other 
kk eave the area and Zoom 
Aidea. 


MINI MEDAL PRIZE LIST 





































A more dangerous mini medal is found inside a well not too far from the last cave. Sail 
back up the narrow channel and disembark on the eastern shore when you get back to 
the northern area. Walk east and look for the well. There are deadly monsters within, but 
another mini medal is yours if you're brave enough to take it. The northern part of the we:, 
has a second chest; there are 3,700 Gold within, so this is not a bad detour either. 

Once you've gathered these fine items, leave the well and start looking for another staircase that leads into the world. This ; 
Is located in the middle of the world map; look on the largest island in the sea south of Murdaw's keep. Take those stairs and 
walk south after you reach the other side. 


Your party comes to a guard post. The soldier here complains about sleeping on the job, 
but this is not your concern. He's awake now, and the door is open (just in time}! On the 
eastern side of the post is an Inn with a mini medal that's ripe for the taking. Your group 
also spots a slime knight who is heroically making his way to the regional castle. 

Rest if you need to, then continue south from the guard post. The farming town of 
Howsworth is close by. 


mmzznz 


Sailing Down a Dream 


• Set sail from Aridea and search for small locations with valuable rreosuro (optional) 

• Take the wilderness stairs in tile southern half of the world; ihey're on a moderoieiy-sizi 
island, north of the large deserf continent 

• Proceed south after yon take the stairs and enter a guard post 

; jo i 

• Rest at the post, watch a slime knight moving through the area, and get another mini me 

• Leave the guard post and walk snath until you enter a farming hamlet 


LET'S COLLECT MORE MINI MEDALS 

Use the mobile island to sail away from Aridea, Far to the west is a tiny island with a hermit. 
His pots have a mini medal, and the old guy has a story to tell of some nifty gear. These 
legendary artifacts are probably worth collecting. 


There is another mini medal far to the south. Sail between the continents and don't stop 
even after you hit the next large lan dm asses, instead, find the small passage in-between the 
continents. This lets you sail almost all the way to the southern part of the world, and there is 
a cate on land once you approach the bottom. 


Go into that cave and search two graves for a medicinal herb and the mini medai. You alsc 
find out a bit more about one of the legendary items that the hermit referenced. 























LOCAL TREASURE 


FURCftft 
TORTOISE SHELL 


RECOMMENDED ilVIi 


Search the town ior mini medals (aptiatml) 


D* MUCH WORTH IS A HOWSWORTH WORTH? 

mt s’: anything that really needs to happen here right away, but it's been a long road and your party could 
rBtae _:i * treasure and relaxation time that this town offers. Look for mini medals in two places. One of them is 
■or-: the inn; use the door behind the proprietor to access this fenced-in area. The other mini medal is in a 
~ the top-left side of town. 


Howsworth 





































If you'd like, talk to the villagers and find out a bit about the local rulers. There is a cast!-: 
fairly close by and quite a few people are interested in how things are going with the row 


>n§< 


After looting the town, continue west until you reach Howcastle 


t: Where's Howeastie at. you scty? Head west o’ 
here and tfl b* ri^ht m front a’ yer nose 1 


mmm 


























LOCAL TREASURE 


MINI MEDAL 


SEED OF MAGIC 


%*** RECOMMENDED LEVEL 


Climb to the second floor of the eostle and meet the king 

Agree to help the King and then go off In search of Howard 

Talk to 1 he boy In Howard's room {accessed via the underground passages} 

Search the barrels on the eastern side of the main floor 

After finding Howard, talk to the King again 

Go downstairs, and search for Howard again after he wanders off; he r s on a 
accessed via the basement f s sooth exit 

Talk to the Prince and take him out of the caslle 
Travel sooth and enter the Hallowed Hollow 


flOWCASTLE 


I f C<S N •<& 


m 


£v ■ 


KOWN NOW, HOW...CASTLE 

: arty gets to Howcastle only moments after leaving the previous town. It's an easy journey, and Howcastle has 
^■ea rewards. You can find a few goodies just by searching around the building. On the first floor, the kitchen 
s mini medai and a seed of magic. A seed of wisdom is in the basement, on the left side. Once you have these 
wr: s climb to the second floor of the building and go into the King's chambers. He'll greet you warmly* 


arcsSt» v?; ^Em 

w .’ ' ’• i 

IHMal 

a 

I ■ — 





















Hallowed Hollow 


ACTIONS REQUIRED 


CHAIN WHIP 


SECOND TEST 


LJNDENTURED SERVANT 


RECOMMENDED LEVEL 
(24 TO PROCEED} 


Grab Howard agam {he's south of yoor position after you pass 
the second fesI) . , v 

Descend to the fmahevef, get the treosvre to the sooth, awl then 
dcfeot the Third lest 

Toko Howard info the ceremonial chamber of the top of The map 

Watch the ceremony^ talk tp Howard afterwords and fake the 
boy home 

Speak with The King and enjoy the evening'? festivities 
Talk to the King again fhe next day and receive the magic key 


Eater the dungeon, but leave ns soon as Howard runs off 
Travel to Hows worth and look for the Prince in the upper-left 


Bring the Prince bockTo the dungeon and search lor a monster an 
the second fevef; attack the blue beast that's blocking your way 
deeper into the area 

Look lor Howard by the treasure chest to the east 

Go through the royally-seated doer at the end of the level and 
walk down the stairs 

Seek the second test la the upper-right side of the next chamber 


\ ■ IRON CUIRASS 




\ W MINI MEDAL (X2) 



H 




'* 


ARRGHGOYLE 

CANNISOX 

L r *’d': Wzi/r'' 

DEVIL GLASS 

W& 'l •' ' 

EWWNKORN 


FIRST TEST 

HHHB 

H ARMOUR 

METAL SUM! 



Agree to help the King with his family problem, then search the castle for his son Howard, 
After going up the western staircase in the basement and speaking to the boy in Howard's 
room, you can find him on the first floor of the building, hiding inside a series of barrels on 
the eastern side of the map. 


Follow Howard up to the King's chambers and 
talk to the King again. Your group escorts Howard 
downstairs, but he skitters off again. Search for him 
in the underground tunnels. Take the exit at the 
southern end of the basement. This leads to a ledge where the Prince is hiding. 


Now that you have him by the ear, take the boy outside and look for a cave to the south. 


,mdcri>y off anywhere efce, l‘s 
that wagon of wuf* anil stay 



























































>TT!NG DIRTY FOR THE SAKE 
Zf PURIFICATION 

~ c “allowed Hollow Is a simple dungeon that is only 
-joi complicated by your unwilling compatriot. The 
» 5 :o grab Howard each time he runs off. You won't 
Etr: re than a few steps into the dungeon before this 
■-Ec . 5 the first time. Leave the area and travel to 
? i orth to get him back. Howard is staying with his 
'BBC n the upper-left part of town. Take him back to 

the dungeon 
to resume your 
quest 

Qo down to the 
second level 
and look for a 
blue enemy on 
the left side. 

ie ; awarding the u r ay down to the next level. Attack this 
mm boss and take him out! 









































































































ATTACK 


DEFENCE 

AGItITY 


EXP 

GOLD 


first test is against a fairly small enemy with fow 
wealth* Direct physical damage works quite well against 
Ian, and his damage output is trivial/ so Double Up and 
'ner high-risk abilities are just fine- 


only scary attack that the first test uses is a Fuddle 
K© that can confuse multiple members of your party* 
ess you get REALLY unlucky, this won't be a deal breaker* 


The First Test does the Fuddle Dance! 


ore than one or two members are in trouble/ have the 

of your group fight defensively or heal until some of the effects wear off. 


Second Test 


DEFENCE 


scond test has a Bound spell for protection/ which 
ts oil magic back at the caster. For an advantage 
ass relies on sleep magic to disable your party, 
try to use Sap (since it wilt reflect just like offensive 
Instead/ Kabuff your party and use direct physical 
ge to Scare the kill. 


rnd test relies on single-target damage, so healing 
its attacks is a simple matter. You won't even 
sweat, even with an aggressive party. 


b «:n't be shocked to find out that Howard the Coward has run away, 

:standing in front of a treasure chest that's off to the right. At least 
b ' - - '"ar this time. 


r - , ard, and open the chest while you're there. It only has a chain 
: : a you can always sell this weapon for spare cash, riou r f take Howard 
mtr :: the next level of the dungeon. 


You can't go through the door to the 
stairs unless Howard is with you, 

but that shouldn't be a problem right now. A set of stairs follows, and these 
bring you into another large cavern. 


Treasure is found in the upper-left side of the area, and another small boss 
is in the upper-right. Tight him when you are ready. 
























Howard is south of your party after the tight ends. Recollect him and take the Prince three m 
the door that the second test was guarding. 

The final cavern has more loot. Go south to open all three chests as soon as you get the:-: 
The chest on the left Is a cannibox, but that encounter should result in a free seed of age 
for your group. The other chests have a mini medal and an iron cuirass. 

After your looting frenzy, walk north, heal and take on the third test. 





Once the boss is sliced down, the final door can be opened. Take Howard into the last chamber and watch his ceremony. Talk:: 
him again afterward, then Evac from the dungeon. Zoom back to Howcastle and enter the throne room. 

Tee King is overjoyed with his son's performance. Let the family have their good times, then talk to the Ring again the nev 
cay _ II question you about the loot from the dungeon. Regardless of the answer, he ll let you keep the goodies that you've 
already grabbed. Then, he'll award the party with 
a magic key. These keys unlock ail of the red doors 
in the world, so now everything except the iron bar 
type of doors can be opened. That means that 
there is some treasure hunting to do! 































Unlock the door in Howard's room and Irak outside for a 
mini medal (Howcasfle) 

Recruit Goowcrn from the area outside Howard's room 
{Howcasfle) 

... /~v 

Get q mini modal from a treasure roam on the ( V 

eastern side of Arkbolt 


* Get a poison needfe from the treasure room mentioned 
above (Arkbolt) 

• Go to Medford's Manor for a new prize 


Using the Magic Key (Optional) 


iD HERE WE GO 

: 3 re several things to do with your new Key, 

-is is a perfect time to Indulge yourself. First, 

JKn around Howcastle before you leave. There was a 
“Bi door in the Prince's room, as you might recall. 

n into the underground tunnels and search the upper-left side. 

"'at - . here the Prince s room is located, Go in there, open the door, and 
: s hat's on the other side. 

- a mini medal out in the open Reid. Search the sparkling spot to find 
talk to the slime knight nearby. The guy's name is Goowain, and 
. oin your party if you let him. lie's a cool fellow, so there's no reason 
r : let the Knight come along on your quest. 


flext, Zoom to Arkbolt and climb up to the outdoor area of the second floor. 
Use the stairs in the upper-right and get down into a treasure room. The red 
door is locked there, but you can open it now. Looting the chamber yields a 
mini medal and a poison needle. 

Finally, take your mini medals to Medford's Manor and obtain a raging ruby 
for turning them in. Equip it on your best melee damage dealer, 
































IONS REQUIRED 


WEAPON 


SILVER 


SILVER MAIL 


MAGIC SI 


LOCAL MONSTERS 


3500 


SCAR EWELL 


Explore lire town, and then Jake the staircase West of town to 
reach the real world again 


The Town of Clearvale (Dream World) 


■ r 


rhe magic key at the shrine near Newcastle 

scarewell within and descend through the well 
st until you find the town of Ctearvde; enter it 


SLEDGEHAMMER 


Bhl 1 k k HA E , 7. M—ULiT-W. 

CAUTERY SWORD -| 

*4400 | 

DREAM BLADE 

6300 

SPIKED STEEL WHIP 

7400 



A TRIP DOWN THE WELL 

The shrine near Howcastle (to the 
southwest) has a well that con:--: 3 
the worlds. Unlock the shrine with 
your new magic key and enter. The 
well is guarded by a scarewell, t.c 
your party should be able to utteiU 
destroy the poor thing in two or 
three rounds. Do so, 

Climb down the well and travel 
southeast in the dream world, 
Clearvale is a town nearby, and 
that's your destination. 













































BANK 


r ere, look around and listen to the locals, They Know about a Hying bed of some sort. That sounds awfully 
i and comfy* 


ac of your chores here are done, leave town and walk west until you find another set of stairs that lead 
et: the worlds. When you get back to the real world, turn east and make your way to the real Ciearvale. 


Search the house in the lower-left for a mini medal. There is only one other 
great item and it's on the second floor of the inn. Search a dresser for a 
dancers costume {that's worth selling if you have one already). 


See if anyone in your party needs a dream blade before heading out. This 
particular sword is capable of causing fairly high damage, and you can 
certainly afford one of them with all of the fighting that you've been doing 
recently. They are sold at the local weapon shop. 



— — 

















Clearvale (In the Real World) 


LOCAL TREASI 


mmmmm 


BATTLE-AXE 
CAUTERY SWORD 
DREAM BLADE 


SEED OF STRENGTH 
WAYEARIR^SmOTHEI 


SPIKED STEEL WHIP 


SSI 


E ULL PLATE ARMOUR 
SILVER CUIRASS 


2300 

3200 

6300 


SILVER MAIL 


SILVER TIARA 


THE SAME TOWN, BUT MORE SOMBER 

Once you reach the real Clearvale it's easy to look around and find even more loot. There is a 
seed of strength here; it's in a building on the Northeast side of town. The lone mini medal is 
in the southwest building. Look in a dresser to collect it Check to see if you're up to 30 mini 
medals at this time* if so, take a break from the adventure and go to Medford's Manor to get 
your platinum sword reward! 


When you want to move on, enter the church and meet the Tress family* After they leave, 
follow them to their house in the northeast part of town and talk to them. 


Rest and save before leaving town. After that, head out of Clearvale and walk nortfnby- 
northeast A place called Destiny's Drop is located in that direction. 


:: RECOMMENDED LEVEL 





































































Destiny's Drop 


LOCAL TREASURE 


ACTIONS 


GOLDIN PICKAXE 
MINI MEDAL 
SEED OF LIFE 


LOCAL MONSTIRS 


GUST BLUSTER 


THE CUFFS OF INSAN 


It sure looks like a nasty tiir:: i 
get up to the top of this mo-’fiiJ 
A traveler named Tom Pooler m 
supposed to come here some ad 
ago, but maybe he saw the m J 
ahead and chickened out. re¬ 
sounds rather sensible aboi mm 


The cave at the base of the 
mountain is where you end ^ 
you fall from certain points. \ 
don't need to go in there no* 
but know that a nun inside ca 
take care of certain tasks for 
including resurrection. Hoped 
that won't be necessary. 


350G 




RECOMMENDED LEVEL 
(26 TO PROCE£D) 




• Use the pick to break your way through the fcrrotds 

• CMj through the next series of tunnels and — 

branches until you con drop into the final cow system 

• Go through the caves, and then climb to the top 
of the mountain 

•Use the pick to break off a shard of courage 
’ '■ 

• Return to Clearvole 


Get to the diffs and stort climbing 

Take the route on the left as high as if can go and 
drop down to a cave beneafh the ledge 

Get the golden pickaxe from that cove and use it 
to break into the other coves in the region 

Iake the eastern path up the mountain 

Enter the cave that's near the upper-right portion 
of that broach / 


GASBAGON 

' 

GIANT MOTH 
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First, climb the rock trail on the far left side. This ta-: 
you up past a treasure chest (go ahead and loot it n: * 
and then eventually to a ledge that doesn't seem to g: 
anywhere. Look carefully at the map. You might not::: 
that there is a cave beneath that ledge, and that you 
can't reach the cave by climbing. Perhaps you can ge: 
there by falling 
instead! 

Drop carefully 
from the 
upper ledge by 
pressing down, 
aiming to land 
on the lip of the 
cave. Go inside and get the golden pickaxe. This lets 
you complete the dungeon. 

Go back along the left side and loot another cave th 
this one has a mini medal inside, so it's certainly uc - - 
your time. Once you're inside the cave, use the pick:: 
break the stone barrier that protects the chest in the 
corner. You have to manually open the character's itea 
menu and use the pick, so don t freak out when you 
can't break the rocks just by pressing 0. 

TIME FOR THE OTHER SIDE 

Drop to the base of the mountain and start climbing 
on the right. There's a treasure chest containing 350 
Gold and a cave not too far up. Go ahead and grab tr-: 
Gold, but don't worry about the first cave on the wav .: 

There's noth -: 
in there, Enter 
the cave at 
the top of that 
route, The pat- 
in that cave $ 
blocked off b\ 
a series of rot • 
barriers, but you can eat through those now without 
any real delay. Do this and get to the other side of the 
system. 



























c , ou need to climb up a level and into another cave. This one sends 
.; near the top, but the dungeon still has a few tricks. Do not drop 
- :□ the ledge on the right Even though it has a cave, there is no 
e inside. Ignore that ledge and get as high as you can. You have to 
:own to a cave below your ledge, just like you did when you grabbed 
:: Jen pickaxe. The rest of the area is totally linear. 


:o the top, use the pick on the dark stone, and collect the shard of 
_:e. This dungeon could be considered easy in terms of fighting, but 
one of the tougher places to navigate. Good job getting it done! 


:o C earvae. 


Back in Clearvale 


i GOOD TO BE A HERO 

:: ■: Tresses the shard of courage and let them treat you to an evening 
■ospitality. You meet their son that night, and he gives your party 
r -: bed. That's one heck of a present, and it totally makes up for the 
r Tibing you just finished. 


5: you can do another optional side quest. This one is fairly quick, and it's fun too. 


; :he dream version of Clearvale at some point and loot the dresser in Matt's room upstairs. Another mini 
5 .ocated here. You can also head behind the shops and add another healer to your team: lieaiie! 











































A Flight to Amor (Optional) 


'?* • •'• RECOMMENDED LEVEt 


* Return to-the reol worM aid Zoom to Amor 

• Search in the spot where the children 
Vtf?r£ talking 


F‘y to Amor in the dream world 

listen to o conversation just outside 
the church 



LOCAL TREASURE 


PRETTY BETSY 


SEED OF RESIUENCE (X2) 


SEED OF WISDOM 


RECOMMENDED LEV El 


VROOM 

Stay in the dream world and get on your new bed. Chill out while Hying to the western side of the world. There, on the left side 
sea, is Amor, You ve been there before. Stop in and go to the center of town, near the church. A familiar couple is there, but they 
somewhat shorter than you might remember. 

Listen to the children's conversation. Afterward, you can examine the spot where they were playing. Switch to the real world ther 
Zoom to Amor and examine that same spot, A meteorite bracer is now buried there. Take it, and equip this awesome item on a 
who could use a massive agility boost, if you have someone who you'd like to go early in each round, this is the accessory to < 
for. Healers get to save the day in critical boss fights 
when they can heal at the same time each round. 

This item can take the guess work out of your tactics 
for healing your party members. 


And that's it for this quest. The whole thing takes 
only a few minutes to complete. 






f/Ml liicki ft meteorite bracerE 


More Fortune Hunting 


MEDALS ABOUND 

Since you are probably already treasure hunting, why not get a few more items before 
you go back to the main story? 

Zoom to Alltrades Abbey and get onto your flying bed. Fly south, and then turn east 
when you get into a forest. You can thread the bed between the trees 
and reach a secluded house. Taik to the man inside and steal a 
mini medal from his only barrel. 





















r > east, out to the ocean, and continue south around 
_~e mountains. Once you can get inland and land, look 
: r a staircase into the earth. Take it, and move north 
: reach a 
-town. Go 
■5 de, just to 
: ■ that you've 
:een there (and 
:. it on your 
I:om list). You 
*: h t be able to 
explore the location quite yet. However, there is a shrine 
inner north with a mini medal hidden by some graves. 



-m to Amor in the dream world now and fly south, 
re are two good places to look for loot near there. 

There is a well 
close by, and 
well deal with 
that in a second. 
Southwest of 
the well is a 
shrine on a 
small island, 

r s building has locked doors that you can't open, but 
i >: has barrels with a mini medal. 




e well within a weil is where wfc'tl be going in a 
minutes. Remember how to get there! 


*r: :~er mini medal is found inside the well you passed, 
or it near the coast. Land, then drop into the 

* - A man has a home down in the well and that's 
■re-e you find the mini medal. There is also a second 
kI cside the 
is .coking in 
fcee :auses 

* scsrewell to 
zir> vour 


There is a town called Dullerton that you can reach 
without taking too long. Look for a shed west of the Isle 
o' Smiles; that's at the northern end of the dream world. 
This takes you to the real world, and Dullerton is south 
from there, around some mountains. Go to the town 
and break pots to snag a seed of wisdom, but watch 
out for the 
unexpected! 

It's in the 
bottom-left pot. 

Afterwards, grab 
a mini medal 
and a seed of 
resilience from 
the barrels next to the northwest house. Then pick up 
the pretty betsy from the building up top. Leave once 
you have everything. 

SUITE DREAMS 

Back in the dream world, the continent in the 
southwestern part of the ocean has a building that looks 
like a church. However, it s something more curious 
than that. It's a place called Suite Dreams, and it is a 
center for dreamsharing, in essence, this is a way that 
you can interact with other Dragon Quest VI players. 
Once you fill out your card there it's possible to leave 
comments for and receive comments from others. This 

is explained in 
other parts of 
our guide. 

That same 
continent has 
another point 
of interest. 

Land on the eastern edge of the region (farther south 
from Suite Dreams), and walk over land until you reach 
another steepled building. This time you have found a 
church. Search within for a seed of resilience and a mini 
medal 

How you are ready to get back to the action. Return to 
the well within a well mentioned previously. That's the 
route to a new region \ 
























ACTIONS REQUIRED 


WEAPON SHOP 


SEED OF MAGIC 


mm recommended ievee 


Watch the scene in the basement and then talk to the King ogoitt in 


Castle Swamstone 



COST (IN GOLD) 


COST (IN GOLD) 

BATTLE-AXE 

4300 

CLOAK OF EVASION | 

3000 

DREAM BLADE 

0300 

SILVER CUIRASS® 

3200 

STAFF OF AHTIMAGIC 

6000 

LEGiRDEMANTLE 

4200 

SAW BLADE 

9800 

HEAVY ARMOUR £ 

SOOO 



MAGIC SHIELD 

5000 



IRON MASK 

3S00 






















































THE DISEMBODIED REFLECTION 


: j can't look at all of Castle Swanstone when you first arrive. A solider blocks the way into the back of the first 
that's how you reach the basement later on. Most individuals aren't allowed down there because it is where a 
"ineess Is trapped. 


i: upstairs and look for the throne 
soc-m, The Chancellor Is there, and 
■-: > a straight forward guy. Tell 
■ that you have business with 
r : King and he'll make sure that 
r-: guards let you through to the 
:*isement. 



‘a moment to loot. A seed of magic is in the kitchen-on the same floor as the throne room. Across from it, on 
:*. eft side of the same map, is a mini medal in an armoire. Another mini medal is in a dresser in the King's private 
■ 2 'tber. Look for the stairs behind the throne to get to it 





EX down to the main floor and go past the guard. There are stairs leading down on either side, but they both go 
li _ - same corridor. Mead down. Try to enter the door in the center of the hallway. Before you can enter, you hear 
[alking on the other side of the door. This leads to a meeting with the King. He'll soon leave. 


:he throne room one more time and talk to the King and his Chancellor. You find out what needs to be done, 
: -r party can head out. 


Before you follow the King, search the treasure room on the right. There is a 
pretty betsy in there. You can also loot 150 Gold. 


Climb back up to the throne room and talk with the King , Hell ask you 
to gather information on Ra's mirror in your travels. Lucky for him, you 
have Ha s Mirror. Talk to him again and show him the mirror. He'll take you 
downstairs and ask the hero to use Ra's mirror on the Princess. Once again, 
this means having to enter your item menu and manually using the mirror. 


Ull 


ik : the north and look for a nasty swamp. Let that lead you to a well. Climb down and talk to an old man. Steal 
medal before you leave, then switch to the dream world. 


" fOu've been careful about following the text, you should hove 41 mini medals by now. IPs 
~ to return to Medford's Manor to cash them in on a miracle sword. 


-niracfe sword gives its wtelder free healing each time they strike a target. M's a godly 
•espon for someone like Carver (who gets hit a lot), or for a warrior who uses attacks thot 
:r -ecifh to activate. In addition, the mirade sword does extremely high damage for this 
xzr n the game. You're going to love this weapon. 
























The Spiegelspire 


LOCAL TREASURE 


LOCAL MONSTERS 


' 


GASBAGON 


SPIEGEL 


DEMONRIDER 


DIETHON 

jMgjgjgS! 

DREAM A ERA 


FUDRLEGUANA 



































































A TOWER IN THE SANDS 

Going trough this tower is such a gentle ride compared 
to Destiny's Drop, There are a few things that try to trick 
you, but they're easily defeated, especially once you 
know what to look for. 

Walk up to the main door after entering the tower. 

It's sealed, but your hero only needs to cast Peep to 
unlock the entrance. Go inside, and take a look around. 
There are four staircases leading up. Take the lower-left 
staircase, since all of the others are decoys. 

Go out the side 
of the second 
tier and w r alk 
south around 
the balcony. 

Don't slip 
over the edge 
because you'll 
have to redo the 
section, and you 
won't gel any 
good treasure 
for it 

Take your party 
around to the 
right side of the 
tower and use the stairs in the upper corner to access 
the third floor. 

There are stairs continuing up in the middle of the third 
tier, but don't use them, instead, go around the stairs 
and look for a staircase that leads down on the left 
side. Use this to find a treasure room; it only has a mini 
medal and 1,300 Gold, but there's no such thing as bad 
treasure. 

Get all of these treasures and backtrack to the central, 
spiral staircase. Take that all the way up and continue on 
the path until you reach a small hut. Fully Heal everyone 
in your group and get ready for a fun boss fight. 

You can score a free phial of magic water from a pot 
inside the building. Spiegel is there too, but he won't 
attack until you actually interact with him. 





























































































































Spiegel 


ATTACK 


DEFENCE 


GOLD ... JE3I 

Yet again, offensive magic is weak In this encounter* Instead, have your 
casters focus on defensive work* Have them use Kabuffs, healing, and any 
augmentation magic that you've (earned (such as Oomph). Spiegel casts 
Bound to start his defense and then brings low djinks into the encounter. 


A party with maximum damage output is at its bes 
even toss in four melee characters and do just fine. 


The low d jinks suairaosnsct ffurry of wild sickles! 


The thing is, Spiegel can't do damage on his own. His melee and Frizz spells ’ ■ .■..... : : ■ 1 . 1 .. * f;——- : 

are a sad joke. He's all about pets. The low djinks are fairly effective, especially 

once there are two of them faying down the law. A party that con kill o low djinks every turn and still put damage 
onto Spiegel is going to giggle Iheir way through the encounter. You won't even need to heal that often. 


Otherwise, you're going to have to focus your party's attacks on Spiegel and ignore the low djinks. Have one 
character dedicated to heating the party while the rest bring down the mage. It's not as much fun, but it works, 
Once he dies, clean up the surviving tow djinks and finish the battle. 


There isn't anything else to do after Spiege! dies. Your party should Evac, switch worlds, and travel back to Castle Swanstone. 



ACTIONS REQUIRED 


imtmtimmmmHmmmmsmafmtmmmmmmRicomiAtHDW level 


Back in Castle Swanstone 


ALL'S WELL THAT END'S WELL 

Go to Castle Swanstone in the real world and tell the King that Spiegel lias been defeated. 
The King is beside himself with joy and hope. Hell take you downstairs, to the basement 
Watch the next scene, then return to the throne room. Talk to the King again there, and 
accept the floodgate key from him. 

This key opens a floodgate east of the castle, but you don't need to walk there to open 
it. The gates open when you're sailing the Providence through that channel 


Zoom to Port Haven and take your ship west, look for the tiny slice of blue in between the western and 
eastern continents. That's what you're shooting for. The south seas are now your oyster. 






























Pescado 


ACTIONS REQUIRE! 


LOCAL TREASURE 


ITEM SHOP 


Eanroni 


60 GOLD 


BOXES SHORTS 


SEED OE RESILIENCE 


-uittuw *; recommended level 


without being spotted 




MEDICINAL HERB 

a 

ANTIDOTAL HERB 


MOONWORT BULB 

30 







































Rod spooks vastly. Hell sto; 
and look around to check 
Hi at nobody Is following; hi* - 
fi is path takes him up to t h e 
cave in the northwestern pan 
of town, and then through 
three rot) ms of that area. U s 
slow going because kod has 
a badly wounded leg. 


Stay a fair dis£anire aw ay frptri Rod and use the top sereen 
of your DS to observe hirh from afar. When he's going to 
either side, you should use obstacles in the terrain to bre. 
line of sight. 


You always know when Rod is going to turn around because 
he ll stop for two or three seconds ahead of time. That's yen 
cue to get behind coven 


If you mess up, the whofe process has to be redone/ so it s 
imperative that you stay patient arid let things take their 
course. If Rod sees you, start-over by speaking to the pwnei 
of the local fishery. ; 


for a compete walkthrough of this encounter, keep readme 


• Wait behiiid 1 he house till Kod is off screen 


Enter the nearest windmill 


Exit the windmill and enter the cave at the north end of 
town. 


Carefully walk behind Rod until you reach a stalagmite; 
hide so the hero is d \ rectly; next to it on the bottom left 
side. 


Walk a round the wa I i ca refuUy, th en waft beH fnd th e n e > 
stalagmite in the same posttion as before; 


Once Rod is off screen again, walk right straight fnlo a 
Avail, then wait for Rod to enter the next section^ (He tur 
around just before exiting, so be patient,) 


• tJ ppn e nten ng the ca ye, im m ediateiy r un to h ide, be h \ nd 
the o titcropping just be low the ol d i h a n, (Sla nd i n - the v e r 
corner of it so Rod can't see you,) 


• Run to the next walk Hide In the nook in the wall until F 
■; is off screen, . . : :: / 


ANYTHING SMELL FISHY TO YOU? 

Look at the large section of ocean in the southwest. After 
passing the floodgate, the Providence can access almost 
anything on the periphery of that bowl. To the northwest of that 

bowl is a smaller section 
of ocean, Pescado is a 
town on the southeast 
edge of that region, due 
south from Amor. Sail to 
it now. 


There are boxer shorts inside a house, at the center of town. 
Above there is a fish store; break the only barrel in that shop 
for a mini medal. To the southwest is a home with a seed of 
resilience. Be sure to pick this up, then head into the building to 
the west of this house to pick up a moon wort bulb. 

To complete this area, walk into the fish restaurant at the top 
of the town. Talk to the owner twice, and you'll find out that 
all of his stock is going to one customer, in fact, he has a 
delivery to make right then. 

ffl Leave the establishment and follow him south to see who 
he's dealing with. Go into the building he enters and talk to 
the man you Followed there. Leave afterward, but watch as the 
. customer leaves his house. This guy's name is Rod, and you 
|#i now have to spend several minutes following him. This isn't 
hard, but it takes some patience. 


The town greeter wants 
to talk about mermaids, 
even though it doesn't 
seem like he believes 
in them. Whatever the 
case after talking to him 
you're free to explore 
this place and see what 
it has to offer. 














■ On the next scree n , foHow Rod stay ing ciose to 
t he upper wall of this corndor. Fqllow the waII 
stay! ng behhid Rod as the wail cutves upward, and 
straight into a dead end. Wait here for Rod to walk 
offscreen. 

* A a I k to th e top of the screen a n d h ug the wal L 

a use In th e in dentation i n the wal! where it 
. urves in front of the player just past the grass 
md bushes. Rod will sto p to turn around in the 
mowing point of the corridor here; staying hi the 
d e ntation just before reap h iftg th is pd jAt j s Safe 
on H be slightly north east of where Rod slops), 

" ake sure not to get in front of Rod while doing 
this. 1111 j I Bp r -', “ |8b| 

■ ait for a second after Rod walks off screen, then 
r ?llow him until he reaches another stalagmite. 
Pause to hide on the bottom right side of it, 

>How Rod the rest of the way to the next 
ntrance.: 

* iter, following Rod slowly, flag the wall to the 

: and duck in to the area: on the other side of 
as soon as Rod passes. To do this, the player 
eds to follow behind Rod, then run straight 
-own once they: are able to get around the top of 
the waIL Ohce in the a\ea;with the puddle, still 
l K to t he left slowly as If fellowi rig b eh i nd Rod. 
ait in the corner behind this ouicropplng and 
itch Rod walk off screen to the left 

hen Rod is onscreen, walk around the 
croppl ng and head str aigh t left uHill hitting the 
l wall, Pause the re u nt 11 Rod t ur ns around aga i h. 

>wlv edge up the.wall, keeping Rod on screen, 
jwever, 1)0 flOT walk around:it immediately 
once reaching Hie top — Hurl slops again to turn 
the other side. Just stay as close to the: Wail as 
ssible Until he finishes his check. 

iow Rod to a nearby stalagmite; wait!rig at the 
tom right side of it. At this point the event 
rts showing Rod p ress a: hidde n b u tton t On ce 
event ends, the player pushes the button and 
>ws Rod into the hidden cavern. 




Follow Rod all the way to the end of the cave. Observe 
as he uses a secret button to open a side portion of 
the cavern. Search for that button after Rod leaves and 
follow him into that area. 

You meet Unda, a friend of Rod s. Tell Rod that you saw 
the mermaid (select "No") but then promise to keep it a 

secret for him. 
Then, speak to 
Rod again and 
let him know 
that your group 
has a ship, 
Leave town 
and board the 
Providence, then enter the nearby cave on the world 
map to show it to Rod. Promise to help Unda out and 
Rod will be happy. 

Once you pick up Unda, Zoom to Fort Haven and sail 
north. Look for an area of shoals with barely enough 
space for the Frovidence to enter surrounding a 
seashell. Sail in there and drop off Unda, in return, 
you receive a powerful item called Lorelei's harp. This 
reveals a third section of the world for your party to 
explore! 





























































































The game really opens up at this time. There are quite a few things to do, 
because you're about to get another key, and explore the underwater areas, 
and even after that it's possible to take the remainder of quests in different 
orders. ; AV>'. A-.-Ay : A;'% * l 


fill of the delights 

that lie beneath the ocean floor 


To keep things simple, the following is a possible path through the remainder 
of events that is linear and thorough. You don't have to do things in the order 
listed here, but it ensures that you don't miss any important items or events. 


mm. 


Get Ike ultimate key from The Sunken Ship 

Acquire ui the legendary equipment: the Helm of Sehath, Armour pf Or go, Shield of Valor a, 
and Sword of Ramins ^ 

Resurrect Cloudsg ate CHodel and Pegasus 


Everything else is optional! 




mm 


imrmm m 


ACTIONS REQUIRED 


RECOMMENDED LEV El 


mmwmttwt 


WOULD YOU LIKE A NEW NAME? 

Lorelei s harp taKes your ship to the underwater realm. Here, you can examine a 
huge amount of new territory, if you search the area near Ghent you should find a 
narrow passage that leads northwest. This takes your ship to a cave. This is the home of 
Appeilo the naming god. This is where you can take characters to have them renamed! 

There no charge for this service, and the game retains each character's original name 
in memory. As such, you can ask Appeilo to change anyone's name back to their original 
name without repercussion. 

A SPECIAL SET OF SHOPS 

LOCAL TREASURE If you're feeling rich and you want to spend some Gold, Zoom 

mini medal to Port Haven and sail south from there until you find a bridge 

that's blocking a route inland. Use the harp to get under the 
bridge and pop back up on the other side. Sail along the river until 
the path splits and find a well. Climb down the well and 
take a look at the stores below. 































A REFUGEE FROM SORCERIA 


^-?arch on the light side of the item shop. There is a 
el low glow near the wall-this marks the location of a 
Tsini medal. 


WEAPON SHOP 


EQUIPMENT 

COST UN GOLD) 

SAW BLADE 

9800 

WAR HAMMER 

12000 

ZOMBEESBAliE 

18000 

FLAME TANG BOOMERANG 

13000 

FIRE BLADE 

22500 


ARMOUR SHOP 


EQUIPMENT 

COST (IN GOLD) 

DRAGON MAIL 

12000 

ROWING DRESS 

14800 

FUME ARMOUR 

15000 

SLIME HELMET 

2000 

AON MASK 

1500 

THINKING CAP 

13000 


ITEM SHOP 


EQUIPMENT 

COST (IN GOLD) 

5LJME EARRINGS 

050 

nsHNET STOCKINGS 

3200 


HOW DID THEY BUILD THIS PLACE? 

The Fashion 
Forge is on the 
southern end 
of the south 
seas. It's on a 
tiny island, and 
you won't need 
to use it much 
until you start 
to enter the 
Best Dressed 

_ :est. Still you can visit it now, improve the style of 
- gear (for a price), and gain a new listing on your 
; m menu. 

your party visits the Forge, submerge and iook for 
building. Sail into it and you'll find an inn. You 
to ask yourself if this place gets enough business 
:: ver their overhead. With mortgage prices these 
. . it wouldn't be surprising if the owners weren't 
:dy underwater on their loans... 

y~h to the right of the innkeeper to pick up a hidden 


LOCAL TREASURE 

MINE MEDAL 



medal. 





Zoom to 
Howcastle and 
submerge, 

South of the 
castle r 
house where a 
woman lives. 

You can ask her 
about Sorceria 
and take a 
poison needle 
from her pot and 
her bookcase. 


LOCAL TREASURE 


POISON NEEDLE 

'SERENE SEABED' Dttf AMSCAPE 


the "Serene Seabed' dreamscape from 





How that you have access ro boih Suite Dreams 
ant! SHmopolis. you can obtain the very powerful 
Gospel King! This ring allows you to walk 
anywhere you want without having to worry about 
getting i uto : : a baft lev ■ You • may th in K this rrieatvs. : youj 
can't level up anymore, but that's not the case. 
Whistle still works, so you can plan when you 
balUe and not need to worry about any enemies 
taking you out just before you get to a town! 


To gel the Gospel Ring, you must beat the final 
rank in the SHinopolis to get Draginic Diligence, 
Second, you must collect 20 of your friends 
dreams at Suite Dreams to get Mercury, the 
Liquid Metal Slime. Third, you must unlock every 
vocation, including Hero. Finally, you must level 
every one of those ^ orations to 5 and talk to the 
Ab hot; ft e' } \ give you; the ring. 



WALKTHROUGH 


































ACTIONS REQUIRED 


LOCAL MONSTERS 


The Sunken Ship (Optional) 


GUSS SUPPERS 
HEAVY ARMOUR 
MINI MEDAL 
SEED OF AGILITY 
'SKELETON CREW' DREAMSCAPE 
ULTIMATE KEY 


IT'S BARNACLE CITY 

There is a sunken ship to the north of Pescado, Zoom to Fescado and submerge your vessel, then sail north to find it. It only takes 
a few minutes to loot this place, and the rewards are quite lucrative. Among them is the ultimate key that opens all of the iron bar 
doors that have thwarted you so far. 


When you •'each the ship, stay on deck for a minute 
and search the top of the map. There are a couple 
of items on the top deck (a seed of agility and a mini 
medal). After grabbing these, use the door midship 
to get belowdecks* On the bottom level are several 
more treasures, also at the. top of the map. You find 
glass slippers, heavy armour, the ultimate key, and 
the 'Skeleton Crew' dreamscape* 


And that's all there is to it! Good fighting and 
plentiful loot for almost no time invested. 


WtM 






























ACTIONS REQUIRED 


LOCAL TREASURE 


MINI MEDAL (X7) 


BOXER SHORTS 




■ Searching for Locked Doors (Optional) 


BANDIT'S PARADISE 

s : v that you can unlock everything, there are many places to visit and loot. 

IT e folio wing is a whirlwind tour of the world covering the doors that are 
* aiting to be opened. 

.: an exiting the ship, sail northwest until you find a building. Enter it and 
:irch the dry land within fora mini medal. There is also an old man to talk 
: and he gives further dues about the location of a legendary item. 

7 em ember those doors on your mobile island that couldn't be opened? 

:: 5 get those now. Go to the dream world and Zoom to anywhere near a coast. Your mobile island should be right 
■--:re for the boarding. Get on and loot Hela's armour, a mini medal, and some magic water. 


The first floor of flowcastle has a locked door in the upper right. Platinum 
mail and a mini meda] are hidden behind this door-wonderful stuff. 

Arkbolt doesn't have much, but there is a mini medal inside a pot. Look 
in the detention area, and you'll notice some commotion. This becomes 
important later on, when you get another character in your party. You get 
there by climbing to the higher tier, going outside, and walking down the 
stairs on the lower right. 


I ~ e you're in the dream world, fly to the western edge of the world, near the equator. There is a shrine on a small 
_ icd that isn't far from this region, Land there and unlock a cell to get the magma staff. 


Doth Somnia Castles have stairs on the right side of their first floors. These 
lead down into treasure rooms that you can unlock. One has boxer shorts 
and a mini medal; the other has a mini medal and a platinum shield! 


Port Haven has two chests that are locked up on the southern side of town. 
Look for stairs that lead down into darkness. Inside, you'll find a mini medal 
and a chest with l ,500 Gold, 




























The Udder water Tunnel (Optional) 


_ 


. ^ .. . . . 

ACTIONS REQUIRED 


LOCAL TREASURE 


FREEZING FOG 


TELL ME WHY I HAVE TO GET A POWER SHIELD! 

This side dungeon doesn't seem important at first glance. There isn't much treasure, and the 
location is rather out of the way. The counterpoint is that you can obtain an awesome shield 
without too much trouble. The power shield has a great value in terms of raw defense; it's 
also capable of being used in battle to heal its user, tf that's enough temptation, read the 
instructions that follow. 


The well in the real Somnia is infested with powerful monsters. It looks like there is a 
dungeon down there, but you can t walk around too much of it. Thus, there must be another 
approach. 


Zoom to Wellshire and walk east to find where the Providence is moored. Get onto it and sail 
southeast until you hit the continent. Move down the edge of the land until you find a river. 
Sail inland, toward Somnia, but don't enter the city when you arrive. Instead, submerge and 
look for a cave below'. 


The ship comes with you into the cave. There are three treasures in the cave. Two of 
them are close to the w r ater so you can disembark, grab them, and be back on your ship 

mi uiii, .. .nil in a jiffy. The chest up top requires a short slog on 

dry land, but that's no big deal either. 


Sail through and get all of the chests. Fighting is moderately heavy in this dungeon, but trt 
means that the experience is good. Beyond that, you only have this one floor to deal with 
feel free to use expensive abilities with impunity during battles. 


recommended level 


Submerge near the castle arid enter the cave southwest of the city 
Coifed all three treasures in the dungeon 


Zoom to Wellshire <md board the Providence fit wiH be docked to 
the oast) 

Sail southeast toward the next continent and use the riverways to 
approach Somnkt . 


Hero examines the treasure chest. 


ARMOURED WARTOISE 


BLOODY HAND 

Hmn 

ORACKAL 



Once you have everything, leave the dungeon. 






























Optional) 




MIHt MEDAL (X3) 

SUMEARMOUIt lllllll IIMII 

SUMS GOONIFORM 


fmmmmtm # ■ rko mmskdio Wm; 


Zoom to Wellshire again and soil south 

Look for o shrine marking on the western lip of the' lower continent 

Go through the well there and look for a bdldaig to the sooth 

Step on a pressore switch in that building to open a nearby floodgate 

Sail or fly from Medford's Manor over to the floodgate you opened and head 
(if Medford's Manor is not on your Zoom list Zoom to Hdggjeion instead} 

innd/Dock by the castle north of the floodgate to reach the Slimopolis 

Compete in the arena to your heart's ton tent 


:: 


ROADS LEAD TO SLIMOPOLIS 

probably haven't found the Slimopolis yet. Now is a good time to travel 
: , Start in Wellshire again and sail your ship south to the continent 
Well shire. Look for a shrine on the western edge and drop down the 
;i it as soon as you find it. This takes you Into the dream world. 

. south and look for a small building. Go inside and use a pressure plate 
:ne floor to open a floodgate outside. This allows your party to access the 

apolis with either the mobile island or the flying bed. Switch worlds, Zoom to tiaggleton or Medford's Manor, then 
: over to this edge of the continent. Go through the open floodgate and head into the Slimopolis at your leisure. 

























This building offers eight levels of competition for your slime-based characters (and that includes Goowainl Equip your slimy 
companions well send them into battle, and see how they fare. You won't have direct control over them during these battles, so hi: - 
levels and good equipment are essential. 

As for treasure that you can snag at any time, take a look around. The upper left side or the first floor has a mini medal and a slime 
go on i for nr You can take these items whenever you want. For even more treasure, bring in a slime, leaving the rest of your part) in 
the wagon. This allows you to enter the "'competitors only" area down in the basement. The entrance is shaped like a slime, so it's 
easy to see where you need to go. 

Once inside, search the well to the north for a suit of 
slime armour Then, go into the large building in the 
upper right. There are two pots inside, and each has 
a mini medal! You're dosing in on the 60 mark for 
medals by now, so the sacred armour may be yours 
within the next few areas. 

Strategies and prizes for the Slimopolis are discussed 
in the Mini Games portion of this guide, if you want to compete now, turn to that section for some good tips and tactics. Over time 
you can even get yourself a copy of 'Dragonic Diligence' and a new party member! Otherwise, you're ready to move out from here. 






:al treasure 


ACTIONS REQUIRED 


HAIKBAN& m 

mm we dal 

PRETTY BETSY \ 
SLIME EARRINGS 


RECOMMENDED LEVEL 


The Best-Dressed Contest 

izmmMmn 


STRIKE A POSE 

The Chateau de Sass is somewhat hard to find, but you need to go out there at some point 
to see the sights, get some treasure, and compete in an important minigame. 


To get there: switch to the real world, Zoom to WeMshire and get onto the Providence. 
Submerge, then sail southwest, sticking to the coastline the entire way-you don't want 
to miss the underground river that lets you reach the mansion hidden in the mountain 
on this continent. Once you've gone through the passage, rise and disembark from the 
Providence. The Chateau de Sass should be right there. 

































I nee you're inside the building, talk to everyone and 
c: ~::nue downstairs when you want to compete. 

5 2 ng that you're ready to compete is enough to 
access to the lower level In the upper left is 
a room with slime earrings and a pretty betsy, 
r the upper right is a similar room with a mini 
r edal and a hairband. 


ith Slippin/ Slime, the contest is something 
is best covered in its own section. Skip to the 

Mini Game section 


of this guide now if you'd 
like to learn a lot more about the Best-Dressed 
Contest. Otherwise, this can wait until later. 
However, with some patience, you can obtain 
the plush rug which is needed for later, as well 
as a powerful new party member! 
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LOCAL TREASURE 


KERPLUNK BRACER 
MINI MEDAL <X2) 

SILVER PLATTER 

STRANGERS AT SEA' DREAMSCAPE 
WATERMAUL WAND 


RECOMMENDED LEVEL 


Poseidon's Palace (Optional) 


r. izznmrzm 


■ , 


From Pori Woven: Submerge the ship, then foHow Ike lonct south to on underwater passage 
Sait east through the passage jo get to the outer ocean, then surface. 

■ Soil south, toward the continent and small island in the southeastern seas 

> Submerge near the small island and look west of it 
»Inter Poseidon's Palate 

► Ttrfk to Poseidon and take his treasure 


TRIBUTE FROM THE GREAT SEA LORD 

You are almost back into the real dungeons, but there are still a few things to take care of. 
You might not recall Turnscote; it's the town that your party got kicked out of while searching 
for mini medals a long time ago. it was mentioned in this walkthrough specifically so you 
could get it on your Zoom list to save time* 


Zoom to Turnscote in the real world and sail into the southeastern part of the ocean. Or, 
if you haven't found Turnscote yet Zoom to Port Haven and submerge your vessel. Sail 
south until you find an underwater passage, and use that to reach the eastern sea. This is an 
alternate way to reach the land In the southeast. 


There is a major continent there and a smaller island* Sail to the west of the island and then 
submerge. A palace under the sea Is very dose by. Enter it! 




Poseidon rules the seas from this castle, but it is unclear if he has any real authority. Before 
you reach Poseidon's throne, there is a side room with a silver platter, a Kerplunk bracer, a 
mini medal, and a watermaul wand* On the western side of the map is a dresser with a mi - 
medal; it's near a couple of beds and a bookcase with the 'Strangers at Sea' dreamscape 
on it. 


Talk to Poseidon and get his blessing to go after a foul enemy named Gracos. Leave the palace and set sail once more* 




















Seabed Shrine 


LOCAL TREASURE 


IWAGICWMSKt 

HHHHj M 

PINK PEARL 


SAND URN 


SEED Of 


LOCAL 


GRACOS 


*. 


• Zoom to the Fashion forge, submerge the Providence, then suit north to find the 
Seabed Shrine 

• Use the pressure plates in the dungeon to alter the water levels and moke your 
way to the boss 

• Defeat Gratos (receive Gracos's trident) 
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PRETTY BETSY 
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TREASURE AND DANGER ABOUND 

_ ne Seabed Shrine is a wonderful dungeon because it's filled with loot and 
r j me what easy fighting- The experience comes In nicely, and many of the 
. :emy groups aren't especially large. You won't often face heavy area-of- 
: Tect attacks or disabling magic—this is also a bonus, 

find the dungeon, Zoom to the Fashion Forge and submerge the 
—evidence. Sail north until you see a monstrous looking cavern under the 
=<a. Enter It! 

1: [hrough the entrance area, dock the ship, and continue into the main 
; :rt of the dungeon. Pressure plates control the water levels throughout this structure. DorYt worry, it's still a fairly 
= mple place to navigate. 







MIMICS! 


These higher-level chests are tougher than 
canniboxes, but their loot is better as well. They 
contain seeds of life instead of seeds of agility. 
They're always worth fighting. Go all out with 
damaging attacks, even if H means sacrificing a bit of 
health or defense. 


Look at your map and Lake the 
route into the southern side* 

Before you travel down the only 
set of stairs, walk under another 
bridge and get the last chest in this 
level, it has a pink pearl; they're 
useful for increasing style. 


Now, return to the steps at the top of the map to descend a level. 


SECOND FLOOR 

“ avel right through this level and move on into the small buildings that dominate the upper section of map. The 
" has a pretty betsy, The second has a magical skirt. The third room has a chest, but it's realty a mimic! 


! F ~ f 


Tor now, take the path on the right and weave through the hallways. Cross 
from the right to left via the bridge, then pass under it through the doorway. 
At the fork, take the stairs on the left and loot a mini medal from the 
treasure chest there, from there walk up and take the second right. Pass the 
stairs down and walk under an overpass to grab two more chests containing 
270 Gold and a seed of wisdom. 























THIRD FLOOR 

Take the stairs leading down and go through the third floor. It's extremely simple if you look 
at the map ahead of time. There isn't any treasure to miss, so you should be able to speed 
through the area. 

There are two flights of stairs at the end of the route that take you back to the beginning of 
the dungeon, however, up top is a pressure plate. Step on it to open access to the early areas 
and to a small room, Qo in there, loot a mini medal from the upper right corner, and then 
descend. 

THE FLOOR IS MADE OF.,,COLD WATER? 

This is the only cumbersome part of the Seabed Shrine, You can't navigate the next area without hitting a few more pressure plates. 
The first one is below your starting position. Activate it to lower the water and let your party walk to the western edge of the map. 




Go down to the bottom corner and use another plate nearby. This fills one pool blocking 
part of your path, but it's not a problem to take the higher route back to the corner, from this 
point you can cross a pool that's now empty in order to reach the other side of the level. 

Don't lilt the switch therein 

Just hop into the next empty pool and get the sand urn. 



The sand urn is a plot item for the next pari of the game. If you don't pick it up, your 
party will have to return here soon to retrieve it. Save yourself time and trouble later by 
getting it now. 


If you accidentally fill the pool that has the sand urn, walk to 
the bottom of the map and use a different pressure plate to 
re-empty the pool. 

At last, you can use the steps at the bottom to reach Gracos's 
chamber. Meal everyone in your party to full health and wade in. 

























ACTIONS REQUIRED 


"FAIRY-TALE FOREST" 
DREAMSCAPE llllll 

magic Water 
mini medal vm 

PRAYER RING 
SEED OF MAGIC 


mm 


dream blade 

STAFF OF ANT IMA 
LUNAR FAN 
WIZARDLY WHIP 


STEEL FANGS 


ZOMBIESBAI 


Qracos 


Gracos attacks slowly. He puts pressure on your party, but 
he can't burst to extreme damage on any given round. 
He'll mix up chilly breath and adequate melee attacks to 
get his job done. He's tough to Sap, so try defensive magic 
or augmentation instead. If you have Oomph, it's a perfect 
ability to use here. Kabuff is good to use as well. 


Gracos breathe? chilly breath! 


A single healer can get through the encounter without any 
trouble, so three attackers should do the trick. That's good, 
because Gracos has HP to spare. Hell take many rounds h 
or hasty in the hopes of outlasting him. Otherwise, this is c 
down and steal his trident afterword. 




RECOMMENDED LEVEL 


Have Asklymt talk to Eldress hnomere and 
leant Maglt 8wst ■ \ r. > V - 

If you have participated in the BeshDressed 
Contest already and won the plush rug, it 
ton be taken here for repairs (can he done 
of any time) 


Use your flying bed in the dream world to 
reach the island of Sorceno 

Put Asklymt in your main party and take 
her to Eldress isnomor's house 

Have Ashfyno use the sand urn to unlock 
Eldress isnomor's room 


HP 

3000 

MP 

50 

ATTACK 

210 

DEFENCE 

210 

AGILITY 

80 

EXP 

3700 

GOLD 

900 


feating Gracos causes an island to rise out of the ocean (in the dream world). This is the lost land of Sorceria, It s 
• our next step on the quest for gloiy. 


SORCERIA 

- - rnmrmmmfWWMMSS. 

Z Z~Z*$3!zZ.. . . .— 


ARf 




ProQ50HuiISB| 


LEGERDEMANTLE 


4200 

MAGICAL SKIRT | 


6700 1 

MAGIC ARMOUR 
MAGIC SHIELD ft 

■ ■ 

aiamasBasixiSKttSSSiSS 

7500 | 

5000 




ASHLYNN'S RETURN 

v -ceria is in the dream world, and it's located in the middle of the southern seas. A fast way to reach it is to Zoom 
: the Spiegelspire and take the flying bed west, The island won't be too hard to find (there used lo be a gigantic 
-. e in the world there, if you recall). You can also use the world map to spot it. 














































CHURCH 





Before you enter the town, change your party configuration* Put 
Ashlynn in the main party, if she isn't already there. Sorceria is 

an important town for 
her, and the story events 
here are based on her 
presence. 


And now, the looting! A 
well on the bottom left 
side of town goes down 
two levels* At the bottom 
is a prayer ring. Anything 
that gives you a spare 
supply of MF might be 
useful so that's a good 
find. 

The building in the 
northwest is where you 
can eventually turn the plush rug 
info a flying carpet 


If you have it already (from the Best-Dressed Contest), you can 
get the carpet working properly with the help of the old couple 
inside. After all they made it. Otherwise, come back here later 
on for that. Also, their home has some magic water inside a pc: 


On the far right side of town is a curious building. There are 
children playing outside (with obvious magical talent). You can : 
see any doors into the structure, but some stairs to the right of 
it might suffice. Travel down them and make your way into the 
home* At the top is a mini medal for you to collect* You can alsc 
grab the 'Fairy-tale Forest' dreamscape from the bookcase! 


Continue on into the 
center of town. There 
is a weapon shop and 
an armour shop there. 

They also have a church. 

Below the main level is 
where the proprietors 
of the stores keep their 
items. Search the rooms on the lower left and right for a seed o: 
magic and another mini medal. 
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WEAPON AND~ARMOUR SHOP 


ACTIONS RE' 


(INACCESSIBLE AT FIRST) 


; ■ 


STEEL FANGS 


SPIKED STEEL WHIP 
DREAM BLADE 


6300 


ITEM SHOP 


INACCESSIBLE AT FIRST) 


MEDICINAL HERB 

ANTIDOTAL HERB W 

HOLY WATER 


LOCAL TREASURE 


recommended level 


• Zoom to Poscado (in the real world) and sail to the western laadmass 

* Stop by do inn along the coast and proceed north into Ml Snowhere 

• Talk to the old man m the northeastern bonding 

♦ Trove! northeast and enter o shrine; visit the woman within 

• Ttilk to the old man in ML Snowhere again and then pay a second 
Visit lo the mysterious woman 

♦ Return to Mt Snawhere and talk to AH Kazam, in the church 


COST (IW GOtO) 


EQUIPMENT I COSKIN GOLD) 


v ow r take the stairs in the upper left to find your way toward Eldress Isnomore s house. This can only be done by 
Ashlynn and she needs the sand urn to do it, so go ahead and transfer that item to hen When you get to the final 
:om on this route, no one can proceed. There is an unlocked door, but the party is teleported back outside each 
ne they try to go through it Have Ashlynn use the sand urn on the shimmering floor. Shell pick up the sands of 
lie and thus be able to go inside. 

Talk to Eldress Isnomor and Ashlynn will learn Magic Burst from her. With that, you're done here in Sorceria. 





















































THE QUEST FOR THE LEGENDARY SWORD BEGINS 

Having a legendary sword sounds pretty wonderful, so this should be the next goal. Return to the real world and Zoom to Pescado. 
Sail west from this location and slip under the shoals to reach the far side of another large land mass. Set anchor along the coast and 
disembark. An inn is close by, on the southwest portion of the continent. Visit that inn and take a mini medal from a barrel inside. 

Continue north from the inn and enter the town of Mt Snowhere. There is a mini medal in a basement (on the northeastern side of 
town). Talk to the old man in the building, tie's in a foul mood, but you get the idea that there's something to be seen to the northeast. 

Leave town and travel in that direction. The shrine you're looking for is close. Go inside and 
have an audience with the woman who lives there. She's in the middle of an icy square, so it 
takes a moment to get to her. The trick is to do the following as you enter the ice: start on the 
right side of the passage and walk forward, left, down, right, up, and then left. This gets you 
to the stone square in the center. You can walk normally once you are off the ice. 

The woman tells your hero to speak to Colburn (presumably the old man back in Mt 
Snowhere), Return to town and visit him again. You bump into someone familiar on the way. 



After you meet with Colburn again, visit the ice maiden one more time. She'll restore the town of Mt Snowhere, so when you return 
the place won t be frozen. You're then free to speak to AN Kazam, a visiting sage who's staying at the church, tie'll tell you a great 




Everfrost Grotto 


ACTIONS REQUIR1 


LOCAL MONSTEi 


LOCAL TREASURE 


LEVEL 


MmmmMiMimmmw 


look for the cave north qfMt Snowhere 

*• : ’■ ^j-'!.•£ y. • >• ••• ^ 

Go into the taye and cross the ke floors to proceed 

Use the password that Air Kozam fought you and then recite 
the sacred words 


deal more about the legendary sword, including the location that you should search next. 
Remember the Following things: 

Frizzam is the password, Trustworthiness is important, bearing arms is the second stet 
The third step involves cold depths. 

Leave the town again and travel north—the sword awaits. 


































DON'T GET COLD FEET 

The Everfrost Grotto is no more than a short climb 
north of town. Travel up there and look around the 
first floor. You have to cross a simple ice floor to 
reach the door ahead. Aim carefully, using the top 
screen of the DS to guide your steps on the ice, 
then push forward. 



The door 
won't open 
without 
two things: 
a password 
and a 
special 
oath. Ali 

ftazam, the priest from Mt Snowhere just told you 
these. Interact with the door to state the password. 
Then, declare 7 come possessing a heart of truth. 
The blade that bears untold power ... Unleash it 
from the icy depthsr 



This opens the way, but you still need to complete 
the dungeon to receive your prize. You didn't want 
it to be too easy, right? 

Enter the next area and complete a bigger ice 
puzzle. This one is actually a bit of a challenge. 

Go to the 
upper left 
comer of 
the starting 
area, and 
then step 
as follows: 
up, left, 

up, right, down, right up, right. This throws you 
dow r n the steps to level two. 













































MINI MEDAL 

RUSTED SWORD 
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NOW FOR SOME FIGHTING 

There are monsters in the deeper portion of this 
-^ngeon, but this is a good thing. You've had enough 
ne to relax* Push forward and fight your way to the 
‘ junction. There is a small ice area, but you should 
:iore this for a moment. The path splits left, forward, 
i d to the right Go right first to obtain a chest and 
re the stairs to grab a second piece of treasure. Your 
: orts net you 1,900 Gold and a mini medal. 

:n this treasure in hand, go back to the ice and walk 
■ moss carefully. If you step on the same square a 

second time, 
the ice breaks 
and your party 
falls down a 
level. 

Take the stairs 
beyond and 
slide up on the 
next map to 
climb a different 
flight. This takes 
you to the final 
puzzle of the 
dungeon. A sign 
lets you know 

r:ne path of the lightning bolt is needed (thus north, 

> east and south). This refers to the pressure plates 
m: are located on the ice above you, 

1 ": through quickly, walk onto the ice, turn right, 

m : :o up the eastern wall until you're on the same 
* ':: ntal plane as the top pressure plate. Go west from 
r - m stopping directly over the west pressure plate, 

-g a thin slice of clean ice at the top and along the 
ks * all. 






hit the eastern button, and then walk south 
in line with the final button. Step on that 
west until you 
hit the wall, 
follow this path 
up and use the 
slice of clean 
ice that you left 
at the top to get 
out of the area. 


failure does not have serious consequences. You 
basically need to start off the puzzle again with only a 
moment's delay. 


At the bottom of the dungeon there is a rusted sword. 

You come across another adventurer in this place, but he 
won't give you any trouble. Grab the sword and Evac out 
of the area, Zoom to Mt Snowhere and show the blade to 
Ali Kazam. He'll give you a pendant to get into Turnscote. 
Maybe someone there can help clean up the sword. 
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WAR HAMMER 
ZOMBI ESS AN E 


12000 


18000 


ARMOUR SHOP 


BONE STAKE 


SILVER MAIL 
DRAGON MAIL 


0300 


1500 

2000 


12000 


STEEL FANGS 


MAGIC SHIELD 




-• ■ ^ recommended level 


* Leove town and go to the graveyard op north 

* Talk to Wefdtr f show her the ntsted sword, then meet her hoik at 
her home in northeastern Tornscote 

* Tell Welda that you wHI only me the sword for good purposes 
(don't press any thing when she tests year resolve) 

* Agree to return to Welda when you have found the other 
legendary Items 


1ST (IN GO! 


COST IliNGQI 


TURKSCOTE 


Take the Turnscote pendant from All Kaiam in Ml Snowhere 
Zoom to Turnscote and enter the town 
Pillage the place far toot (optional) 

Talk to Mo the Mole on top of the seedy bar on the eastern side of town 

Agree to search for Mo while he's in disguise and find him three 
times in town x ; ♦* " > •> ■ ' "fpf» 

Eavesdrop on the two bar patrons 

Meet Mo at his house (inside the well) and agree to pay 2^000 
Gold for more information 


LOCAL TREASUfi 


2,500 GOLD 


FISHNET STOCKINGS 
MINI MEDAL (X2J 
PRETTY BETSY 

'ROGUES GALLERY" DREAMSCAPE 
SEED OF LIFE 
SEED OF WISDOM C 
THIEF'S KEY 


IT'S A FRIENDLY PLACE; BRING THE WHOLE FAMILY 

Turnscote has a bit of a rough reputation. That's not surprising considering the amount of 
murder, thievery, and gambling that goes on around town, 

Luckily there is loot all over the place. Use the side door of the western bar to get 
behind the counter (to get through here, you have to talk to a thug in the upper-right side 
of the map;, Search along the walls for a mini medal Then, look at a dresser and bookcase 
just outside the building for another mini medal and the 'Rogues Gallery' dreamscape as 
well. A seed of wisdom and 2,500 Gold are in chests beside the bank. You can reach the 
bank by traveling along the eastern edge of town. Climb the stairs there, go through the 
bank, and get the treasure on the other side of the building. 

Inside the town well there is a scarewell that can be beaten without too much trouble. There is also a house with a thief's key. 

for a boost to style, go into the seedy bar on the eastern side of town. Talk to the woman in a bunny outfit arc 
have a pattycake session with her. Shell only take the lead person from your party, so have the persor 
you want to upgrade in front. You can repeat the process, but only the first person to play the game 
with her gets the upgrade. 
























































WEAPON SHOP 




^«OUR SHOP 


FASHION FORGE 


:o the roof and talk to Mo. Deal with him on the lower level of the 

ding and agree to find him three times while he's in disguise, for this, he'll drop the price of his services 
■ naticaiiy. Here's where you find Mo while he ? s in disguise: 


in the church (south side of town) 


In the Bunny Theatre dressing room (midtown) And behind the counter of the nicer bar (upper west side} 


u e same building has a seed of life and a seed of wisdom in a treasure 
: m. Look on the right side of the building to pick them up. 


MEET MO 

: is an information gatherer, and in a tow r n like Turnscote that could be 
zl te an asset. Look for Mo above the seedy bar on the eastern side of town 
t s the smaller bar with a side entrance). 












































P ■ i 'wr ^ .** - i 

When you enter the casino, pay 100 Gold to get into the "dancing" section up top. Use stairs to go below the stage and search : 
dressing room for fishnet stockings and a pretty betsy. 

The only tricky one is the last costume. Mo won't give it away when you enter the bar, and you need to play it slick to get him tc : m 
his guard. First you 11 need to enter the bar from the side door so you can speak to him behind the counter. Say that you don t -■ 
a drink and that >ou aren't looking for anyone. Only say yes when the bartender asks if you have business with him. This reveals v : 
for good. 

Before ieav ing the bar, listen to the two patrons on the southern side of the room, After you listen in on their conversation, go * s 
town well and climb down. Mo is inside the house, under the city. Pay him 2,000 Gold and get the information you need. 


MEET THE SMITH 




Cryptic Catacombs 


SASUI 


MINI MEDAL (X3) 
SEED OF RESILIENCE 
SHIELD OF VALORA 
SPIKED ARMOUR 




Zoom to Amor in the rod world 

. - . 

Soil sooth and ihen torn east to go up a river 

Turn north where the river forks and enter the cave at the head of the river 
Complete the dungeon to get one of the legendary items W ; T 


BATTERING RAM 


CUTTERFLY 

HAUNTED MIRROR 


SJNISCULPTURE 

BOARKER 

■ W 

FREEZING FOG 

JUMPING JACKAL 


TROLL 

CORPSE CORPORAL 

<# 

GRYPHON 

|Sp MAGIC MARIONETTE 

* 

TYRANTOSAURUS 

CURESUME 


Leave Turnscote and walk north. This takes your party to a graveyard (the one with a free 
mini medal that you may have snagged way back when). Look for a girl here, at the top of 
the room near a grave. Speak to her and show her the rusted sword. When she runs off, 
return to Turnscote. 


Go to the building on the northeastern pari of town 
The girl you met is named Welda, and that's where 
she lives. Talk to her again in the basement of her 
home and agree to use the rusted sword in the name of goodness. Don't touch the con; : 
for a few seconds when she says that she's going to test you. Just let the test play itself : 
and she'll agree to polish the blade. 


You won't be able to collect the new weapon until after you come back with the other 
artifacts. It is time to go get the rest of them. 














































A MYSTERY WRAPPED IN AN ENIGMA 

flow to find the next Legendary' piece! first, Zoom to 
Amor in the real world, from there, sail south and then 
turn east to go up a river Turn north where the river 
forks and look for a cave at the head of the river. Head 
on in when your party is ready. 

Before you get started, there are some items of interest 
here, for the first two pieces of treasure, travel up twice 
from the stairs and left once, This room has chests with 
a seed of resilience and 1,900 Gold. From here go right, 
up, right, and then south, YouTI score another mini 
medal for your efforts. 

This time head 
up twice, then 
right, up, left, 
and down. This 
takes you to the 
first staircase 
down. 

The second 
floor is much 
easier to deal 
with. Walk to 
the western 
side of the map 
and turn south, 
in the bottom 
corner is another chest, This one has a suit of spiked 
armour. The only other loot on this floor is on the right 
side of the map [near the dragon statue). This time you 
get a mini medal 

To proceed, walk to the front of the golden statue. From 
there, take the group south and hook around the right 
side of the wall you hit. In this corner is a hidden stair 
case. Tap © as you go to unveil it. 




MINI MEDAL 



































SHIELD OF VALORA 



GETTING THERE MINI MEDAL 

The hidden staircase takes you into an endless set of rooms, or so it 

seems. The stairs up and down don't really lead anywhere unless you 
do this correctly. Go down three times in a row. Then, go up twice and 
do not do anything else for a moment. Look at the southern side of 
the room and notice that there is now an opening. 

Go through the open passage and take the new set of stairs on the other side of it. This brings your party down to the fina. 
level. Walk west and south to get around to the last mini medal for this area. Afterward, turn your attention north. 

The last chest has the Shield of Vaiora, There aren't any secrets to finding it. Go to the 
northern site that's marked on the map and pick it up. Unlike the legendary sword, you c£ 
start using this item immediately. Equip your hero with this shield post haste. 

out of the dungeon and see if you have enough mini medals for another prize. If you 
the walkthrough in this guide thus far, Medford will give you the metal king 
the adventure, 
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ACTIONS REQUIRED 




LOCAL MONSTERS 


LOCAL TRE, 


recommended uvei 


Visit a house south of the pass {optional) 
Climb the mountain pass 
Enter Weaver's Peak 


Zoom to We I Is hire again 

Sal) east until you reach the next large landmass 

Disembark and look for the Mount am Pass that leads up 
toward Weaver's Peak 


WALKTTfRQ 


Mountain Pass (Real World) 
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IMmss'E 


The events in this part of the game won't occur unless your hero is in the 
party- fiot a particularlytiahsh;requirement, but good to.knt>w m ease you 
have a non-standard party con figuradon, : 


aik south along the mountains and look for a small house. There is a 
“an who lives down here whose dresser contains a mini medal. Take the 
-edal and proceed to the Mountain Pass, The enemies are going to be 
- are difficult than they were early on in the game, but they shouldn't be 
:: difficult- fn fact the place is safe enough for some of the Weaver's Peak 
dzens to wander around in the area. Talk to them in passing to learn more 
:-xmt the town's gossip. 


" easure is light. You get 880 Gold on the left side of the first major cave, 

4>en you leave that cave, walk to the left and cross a bridge. Once you reach the graveyard, drop off the southern 
f :e of the cliff and grab a mini medal from a chest below. 


I tier a new cave and use the ladder within to get back up to the graveyard. Cross the bridge again and keep going 
the mountain. Your party overhears a tense conversation but both participants leave before you are able to reach 
im. Don't follow yet—instead, jump off the eastern side of that tier and collect a mini medal and pretty betsy 
: m the next cave. 


THE QUEST FOR THE LEGENDARY HELM 

^et's get the legendary helm next. Zoom to Wellshire and walk east until you 
^each your ship. Board the Providence and sail east, avoiding the end of the 
:eninsula, Continue east and keep going until you reach land again. There's 
3 substantial mountain range to your east that's almost the same as the one 
n die dream world when you first left Weaver's Peak, 


Use the pit on the western side of the treasure cave to drop to the bottom 
of the map. Climb back up now that you're done looting and go all the way 
to the top without any further distractions. Leave the Mountain Pass and 
proceed toward Weaver's Peak, 




















NOBLE garb 
POT IIP 

SEED or RESILIENCE 

trailblazing bandana 


14SOO 


t mm ' recommended ievh 




Huffy to Tania'shouse and talk to the hero who's-fighting'off a 

stronger monster 

' 

Agree to protect Tania (your characterlearns the Zap spell amf the 
enemy boss suffers a massive slat penalty) 

Defeat the enemy boss 

Zoom to Soffinia 


Weaver's Peak (Real World) 


. ... . ..„. 

ACTIONS REQUIRED 

" " 




• Talk to Mayor Spimteli (up north} 

• Talk to Tonia and return to the Mayor's house 

• Speak to the person visiting the mayor, then follow him to the 

Mountain Pass : ; V /'? / 


»FoSow him west to the side of the cRff and talk to him again 
► Zoom to Weaver's Peak offer the conversation ends 




WEAPON SHOP 

ITEM SHOP LOCAL TREASURE 


^ ; 10 GOLD 

CYPRESS ST,CK ’MB 10 

WAR HAMMER 12000 MEDtCJNAL HERB 

BAMBOO SPEAR 50 

ZOMBJESBAME 18000 MINI MEDAL 


copper sword ! 2£5| 

WAYFARER S CLOTHES 70 


LEATHER ARMOUR 


: . v.'/.:..t 




LOCAL MONSTERS 

■ 


^ mam mumra 


BERZORKEk 


BOSS TROLL 








































































HOME SWEET HOME 

du' re back in Weaver's Peak, Everything seems peaceful, so let's explore and see if there is anything to do here. 
Jn the eastern side of town is the pub. Go inside and take a worthless pot lid from the first floor and a much nicer 
seed of resilience from the upper 
foor. Buddy is staying up top and 
ou can talk to him. You can say 
-es" or "no" when prompted 
dthout it making much difference. 

Dime other loot can be found in 
.~e town. There's 10 Gold outside 
ne southern building. The Mayor's 
- use has a mini medal in a pot outside and a traitbiazing bandana can be found within, Tania's house, in the 
■ orthwest, has noble garb if you need it. 

After looking around, talk to Mayor Spindell. He tells you to speak with 
Tania, After paying her a visit, speak wdth the Mayor again. You'll meet the 
local hero in town, but he'll leave after bumping into you. 

Leave Weaver's Peak and walk back to the Mountain Pass. The hero is at 
the top of the area where you enter. Approach him and follow him west 
to the edge of the cliff. Your group talks amongst themseh es until a boy 
runs over to say that Weaver's Peak is having a problem Zoom back there 
immediately. 






























Somnia Castle (Real World) 


The demon-at-arns wakes a violent sashing 
attack! 


mmmmmmmmmi r ecow wende p levli 


* One fight is in the town square 

* Another is north of that position, where Buddy is 
fighting a beast 

» Search the small southern house 

* Look on the right side of town in front of the 
weapon shop 

When you've saved everyone, go into Tania's house. The leader 
attack the boss directly hell have impressive stats. Instead, you 
the Zap spell before the fight starts, dramatically weakening the 


* Enter the weapon shop to kill another target 

• The lower floor of the pub is dear but a monster 
is hiding on the upper floor 

* Fop into the house in the lower left side of town 
for a fight 

• Two groups are in the Mayor's house 

of the enemy forces is there fighting against the town hero. If ve_. 
can talk to the hero first and agree to join forces. This lets you lea 
boss to the point where he's a pushover. 

Honestly, it's not much of an encounter if you la¬ 
things conservatively. The boss is reduced to 40 
HP, so your group can kill him in a couple of rotr. 
There are random encounters that pose much m: 
of a threat Bad for him, right? 


REGAINING MEMORIES 

You have almost completed what's required to get the legendary helm. As soon as your hero arrives in Somnia you 
are greeted by the new guard captain. He'll talk to your hero for a few moments and lead you to the 
Ring regardless of what you say. 


IT'S HERO TIME 

There are a number of small monster groups in Weaver's Peak now. You can't proceed until 
all of them have been killed. The church is a place of refuge. Go there to save or heal (the 
priest restores your party's HP/MF. and the nun is faking care of other church services). 

To clear the town of monsters, approach each blue creature and interact with it. You have to 
catch all of them. The following is a list of places to look: 

































Talk to the King and Queen. They decide that it's time to throw a righteous party and there's no reason to disagree 
When evening falls, everyone goes to sleep and your hero actually gets a bit of quiet time. Madame Luca 
isit and suggests 
that he looks around the castle. 


To finish this section your hero has 
to search for memories from his 
past. The following is a complete 
list of the locations; 


* Upper Left side of the second floor 

* Left walkway of the second floor 

* Right walkway of the second floor 


* First floor courtyard 

* Upper right side of the first floor (the library) 

* Upper left side of the first floor (the kitchen) 


After finding those six memories, return to the throne room and view a seventh. This one is in the center of the 
room, so It's impossible to miss. 


:our hero talks to the King again and then gets some shuteye. In the morning, the King presents your hero with the Heim 
of 5ebath r one of the four legendaiy items that you've been seeking. Be sure to equip this helm before leaving the city. 





Felonia (Optional) 


MONSTERS 


ACTIONS REQUIRED 


LOCAL 


rWIPMH 
SEED OF AGILITY 
'SENIOR SWAMP' DREAMSCAPE 
WAYFARER'S CLOTHES 


PRETTY 8ETSY (X2) 
'SCHOLARLY RETREAT' DREAM! 
SEED OF LIFE 


70 GOLD 


GOLD BRACER 


HOLY WATER 


DANCER'S COSTUME 


1300 


SIREN SWORD 


SILVER MAIL 




,,i recommended level 


Zoom to Turnscots, then soil (or By) lo the larger istond to the sooth 
Enter the city there, then explore and loot the town and castle 


EQUIFMEI 


MUIPMEI 


5 1 LUNG IN THE GAPS 


2 n the islands south of Turnscote, there is a castle town called Felonia, Zoom to Turnscote, then either fly your 
:irpet down there or park your boat on the south end and walk north to the castle. Felonia isn't a town that you 
* eed to visit to win the game, but it provides backstory for Milly and information on the legendary shield. The best 



:ait is that you already know how to get the shield (because it's useful to get it early). 



WALKT: 





































































The main reason to come here now is to get a massive influx of loot This place has s/x mini medals, and there are 
several attribute-boosting seeds here as well. 


The town and castle are both places 
that have improved dramatically 
under the rule of their current King, 
Go and meet him if you like; he is 
a good souk You can also visit the 
estate of a local crime syndicate 
that is on the wane. They're called 
::ie Gandino gang and their house is 
: n the right side of town, 



'a find out a bit more about Miily's past you can visit the church and listen to an old man's worries. Speak to the 
~an again in the Gandino house and he will return to his home near the armour shop. 


sit the castle next and check out the dungeon. There is a hidden stairway In the castle basement, making it clear 
_ at someone could have escaped from there. In addition, you get some interesting info from a Gandino goon who 
mentions that someone tried to save the girl in question, 

-5 for the treasure in this area, the following is a list of items and locations: 

* In the upper left side of town is a glowing yellow mark that indicates a mini medal that's hidden 
beside the water 

* The house in the lower right has a pretty betsy 

* A prayer ring can be found down in the well. It's in the same room as several barrels; one of which 
contains a mini medal while another barrel has a seed of agility 

* The Gandino estate has a mini medal and 70 Gold in its basement 


9 


9 




Take a seed of wisdom from the castle kitchen 

The castle library has a dreamscape and 

A hidden mini medal is buried in the castle garden beneath the throne room 

Above the throne room is the King's chamber housing a 
pretty betsy 

The western tow er of the castle has a mini medal inside a barrel 
The Queen Mother's room has a gold bracer and a dreamscape 

you have all of these treasures leave Felonia. 






















LOCAL TREASURE 


SEED OF AGILIT 


SEED OF STRENG1 


TEMPEST SHIELD 




to collect 




You can't get to Castle GracesKilH before winning and repairing the Hying carpet This 
requires three victories in the Best-Dressed Contest followed by a visit to Soreerla to get t 
rug repaired. Take the rug to the northwestern building in Someria and talk to the old mar 
who lives there. 


Castle Graceskull 


..... . __ wggmm ... . .. *;m x 

• In the red world use the flying carpet to make your way to the continent located in the southwes 


• Fly over the lake that divides the mountain range to reach some ruins 

• Use the well in the ruins to reach the dream world {optional) 

• Let the guard on the ether side lead your party into the castle {optional) 

• Look outside the main building on the right; tell Spot that he can pin your party (optional) 

• See the King upstairs (optional) 

• Climb up two more flights and talk to the guard in front of the ceremonial chamber (optional) 

• Go bock downstairs to the kitchen and receive the cook's offering (optional) 

• Take the offering to the guard at the ceremonial chamber (optional) 

• Use the golden pkkajee on the upper right corner of the wooden floor to reveal a hidden staircase in the rea 

• Colled (he legendary Armour of Orgo T 

• Enter the left door of the dream world version of Castle Grace skull, then use the pkkaxe on the upper right corner of the floor 
more treasure (optional) 


THE LAST OF THE FOUR LEGENDARY ITEMS 

Once you have the flying carpet travel to the real world and Zoom to Pescado. Prom there, fly to the southwestern edge of rne 
map and look for a place to land on the nearest continent You'll have to slip into a forest that surrounds most of the souther- 
coast Land and walk through the forest until you see a lake blocking your way to the east Use the carpet once more to fly across 
the lake and go into the ruined castle beyond. 


The castle Is absolutely trashed, but a well on the western side takes you into the dream 
world, A guard takes you into the castle soon after your group arrives, but before you 
start messing around with the story too much, you might as well get some treasure. 

Outside of the main castle building there are a few things to do. So. slip back outside, 
walk down the stairs, and meet Spot on the right side of the yard. He's a 
mottle slime who's a little shaken. Let him know that he can 
join your party and he'll sign right up! 



































next, go into the door on the right side of the castle. This takes you to the Kitchen, where you can grab a seed of agility from a pc: 
inside. The floor above has a pretty betsy in an armoire. 

Go back into the main building. A mini medal is upstairs on the third floor. Search the 
armoires up top to find it. The library on the roof has a dreamscape sitting in a bookcase at 
the top of the room. 

Now that you have those items, talk to the guard who is standing in front of a large, weird 
chamber on the fourth floor. He'il say that he needs an offering before the ceremony 
can begin. Go back to the kitchen and talk to the cook. She'll hook you up with some 
ceremonial grub. 

Bring the offering to the guard, let him take the items inside, then talk to him again. Afterward, return to the King's throne room, 
follow the King up to the ceremonial chamber and talk to the guard again. 

Pay careful attention to the events that follow, and you will learn about a secret set of stairs. Your group can get the Armour of Ore: 
from that same staircase in the real world. You can also return to this castle in the dream world and open a treasure room from tr : 
To access this hidden stairwell in either realm, use the golden pickaxe where the stairs are located. 



The legendary armour can only be retrieved from the real world. To get it you'll have to open the secret stairs, enter the treasure 
room, and unveil a second staircase by moving the stone block at the bottom of the room. Descend again and search the top of ir- 
next level to get the armour. 



lCTIONS required 


^commended level 


In the dream world you get three treasure chests 
from the room. They contain another mini medal ; 
tempest shield, and a seed of strength. While it's tr..~ 
that you can skip ahead and loot the treasure roor 
in both worlds without watching the ceremony, you 
shouldn't cheat yourself out of seeing this epic scs' 
with the King of Graceskuli. 


Combining the Legendary Items 




YOU'VE EARNED IT 

The Sword of Ramias has been reforged Go back to Turnscote and talk to Welda in * JE 
her forge. Shell give you the last of the four items, and your hero can equip s 

the blade, it's awesome! EEEHLi 


































Stormsgate Citadel 


ACTIONS REQUIRED 


SEED Bit LIFE 
YGGDRAS1L LEAF 


STOfiMSGATE CITADEL 


mmmmwmmtwm 


From Tarnscote, sail the Providence around Hie peninsula to the south, then toko the strait leading south 
Lund along a forested treoliue and walk north until you find a shrine 

Change the four symbols in the area to motth the symbols of the legendary items (answer provided m the text) 
Fight the boss that arrives 

After the fight, search the castle for modest supplies end then talk to the Lord of the region 
Survive three major fights and let Terry join the party 


WALK 


— 

Go to the Fashion Forge or to the forge on the western side of Turnscote. Bring 34,000 Gold so you can upgrade 
the new sword twice. This increases its attack power and its style rating. If you have even more money you can 
upgrade some of the other legendary items as well. 






















STORMING STORMSGATE 

Rest and sa\e your game before going after the next target There is a boss battle early on in the new area and the fighting doesn . 
lighten up afterward. When you're ready, take the Providence south, following the shore. Pass the first river, which leads inland, Eh r 
continue following the coast south. 


Look for a line of trees along the shoreline where the 
mountains dear Land near the woods and walk north 
for a moment This takes the party to a shrine that's 
in the middle of nowhere. Go into the shrine and 
open the way forward by completing a small puzzle. 

There are four symbols on the ground that are 
changed by stepping on plates beside each of them. 
You need the symbols to line up with the items that 
your hero is ary ng, The top symbol is for your helm, 
your armour. 



Left is for the blade. Right is for the shield. The bottom symbol represents 


Examine the items to figure out which symbol to select, or see our answer below. 



Make sure you have all of the armour and the sword equipped, then as soon a 
you align the symbols to match your equipment an enemy attacks. 


Stormsgate Citadel 


DIFENCE 


GOLD 


Have you ever fought a building befon 
in for a treat* The Citadel itself is out to 


This fight is trivialized if any of your party members have learned the 
Muftiheal spell* The Citadel only attacks once per round and all of its special 
attacks are focused on area-of-effect damage* A single Multi heal spell can 
negate pretty much all damage from every round, so the remainder of your 
party can attack with full force for the duration of Hie encounter. 


Stflnusgnte Crtadd conjure forth u vacuum- 
vertex! 


If you don't have MulftheaJ you should probably use dual healers instead 
and let them trade off the two party members that they are healing* Don't 
let characters foil substantially below 100 HP/because some of the Citadel's 
better area-of-effect spells can deal as much as 95 or so points of damage. 
Most of its attacks don't, but you wouldn't want a sudden burst to trash yoi 
best healer* 


ftsNyrai casts Muftiheal! 


Even though this is a fight that faxes your MP somewhat; 
be a party killer* 


LEGENDARY SYMBOLS 

TOP SYMBOL 

SUN 

LIFT SYMBOL 

LIGHTNING BOLT 

RIGHT SYMBOL 

CROSSED SWORDS (AN "X") 

BOTTOM SYMBOL 

A HEART 
















r 


Beating this building lets you explore inside it. You should search the lower 
levels of the building first for a seed of life and an Yggdrasil leaf. Some 
guards try to stop you on the way in, but they aren't allowed to attack- 
giving you free rein to wander. 

After finding the treasure in the apparent sleeping quarters, go to the top of 
ihe castle. Meet Dhuran, the ruler of Stormsgate. Be certain that everyone is 
at full health before doing this because you'll soon need to fight this simple 
ord of darkness and his various allies. 



ROUND ONE 

To start things off, Dhuran throws an uberkilling machine and an iron tortoise at your party. The iron tortoise acts as 
a tank for the duo, meaning that it likes to guard its buddy and absorb damage for it. The uberkilling machine is the 
^eal threat, but you can't easily kill it in the first round unless you get especially lucky. 





The on tortoise steels itself cwir^t any attack! 



To play it safe, attack the iron 
tortoise first for the easier kill and 
expose the uberkilling machine for 
the remainder of the fight. The iron 
tortoise doesn't have that much 
health, so any hits that do get 
through make a big difference. 



Use attacks that are more likely to get a critical hit. Having a couple of 
characters use Hatchet Man or similar critical strike attacks gives 
you a good chance to blast the tortoise out of the field. Once that 
mk happens, your group can easily kill the other foe while someone 
|||| heals your party members from any damage they take. 


NEXT UP: HERO VS HERO 

You have to prove a (joint now. Terry has been 

Ait. 

shadowing your group's efforts for a long 
time and he needs to realize that you're 
the best Help him find his way by 
/Sfcgf \ giving the lad a fine kick in the rump. 

































DHURAN'S LAST STAND 

Dhuran is hind of a coot bad guy. He'll compliment your group, 


heal them, and give you a perfectly lair chance to defeat him 


ATTACK 


Berry 


DEFENCE 


EXP 

GOLD 


Terry has decant single-target damage, and his area-of-effect attacks aren . Oaa enner. n.s 

health fa a weak paint, so don't expect the battle to last all that long. This is doubly true ,f & M 

yoa have the Oomph spell to cast. Even if you don't, your hero can use the Sword of Ram,os £ || 

to cast an Oomph-like spell to power up party members. J, * 

Either use dual healers or someone with Multiheal to keep the fight safe. Everyone else can 

lean into the damage. Remember to use powerful, single-attack abilities from any characters 

that have Oomph on them; multi-hit abilities only get the benefit of Oomph for then hrst damaging attack. 

■ Don'! worry about holding back on I 

W] p^g ' " MP. The next fight is going to be die 

boss battle for this dungeon and Dh< 




He nimbly flips through the air and strikes? 



1 

1 .. j 

. Does 136 points of damage to Terry. 

Terry unbashes a flurry of blades] 

--- || - T 1 ( 

















This Won't Take Long 

Take Terry to the prison of Arkbolt Castle. An old acquaintance of his has been there for some 
time now who con be found by taking the stairs on the right walkway of the second floor 
down to the dungeon. Have the two of them talk and agree to let tizzy into your party. She's 
a hard-hitting melee fighter with amazingly good attributes. Her health, strength, and overall 
capabilities are through the roof. 



£A$URE 


MEDICINAL HERB 
WAYFARER'S CLOTHES 


^J ^. RECOMMENDED LEVEL 


Enter the new castle of doudsgate Citadel found on the southeastern continent in the 
dream world, and took cround (can be reached cosily by re-entering the symbols at 
the shrine) 

Talk to the King in the throne room to team about Pegasus 

Use the weft inside the castle on the bottom floor to shift realms and moke your way 
to the Pittar of Pegas us 


Cloudsgate Citadel 





77Q 





yjottiff-'A 


I 





















THE LIGHTER SIDE 

Cloudsgate Citadel is the castle your party saw after defeating Dhuran, It landed in the dream 
world near the middle of the southeastern continent. You can reach this castle by flying down 
from just about anywhere. Once you reach the southeastern continent, land in order to walk 
through some forest, then fly the rest of the way to the castle for speed and convenience. You 
can also just re-enter the symbols at the shrine and you will be beamed up to the castle. 

Before visiting the King, look around and enjoy the sites. The western side of the castle has 
a garden that is quite exceptional, Yggdrasil dew collects there frequently and the boy ivho 
tends it is willing to help you out. Hell give you Yggdrasil dew every time you come by (unless 
you already have some). This item fully restores everyone's health so it's a great idea to keep 
some around for tough boss fights. The bedroom next door has dressers containing a mini 
medal and an Yggdrasil leaf. 

There are also three dream scapes in the library upstairs along the central route through the 
castle. One is in the lower group of bookcases and the other two are in the top row. 





mmimsmsiminmsinm 


1 TREASURE 


SEED Of SfRENGTH <X2) 


YGGDRASIL LEAF 


MONSTERS 


LOCAL 


MYTHSTEED 


SILHOUETTE 


SPLUTTER FI Y 


The doors on the left side of the castle, on the upper 

floor, take you to see the King, After talking to him, look behind his throne, A wonderful!) 
hidden mini medal is back there and it's probably one of the easiest to miss in the game 
you have it, go down to the lower level and look on the west side, A guard is blocking ac:. 
a well. Talk to the guard and he'll say that the King has given you permission to enter. 

Use the well switch back to the real world, and enter the Pillar of Pegasus a few steps r: 

The Pillar of Pegasus 



BOSS TROLL 

m- 

HIGH DJfNKS 



k 

CORPSE CORPORAL 

: US 

HIRSUTE HEXER 



, *r 

DEVILMOTH 


KILLER MOTH 



ffc 

DRASTIC DRACKAL 

■iTgc* 

LIQUID METAL SLIME 



& 

FREEZING FOG 

% 

MIMIC 



# 

FRIGHTURN 

■ 

MOTTLE MENDSUME 





























































Your wagon comes into the dungeon with you this time. As such, you can 
c h a nge ydur l ine -u p at a n y iirue, 


ENTRANCE 


WE NEED TO QUIT HORSING AROUND 

"be Pillar of Pegasus is quite close to the Cloudsgate well. Walk north to 
trier the structure, Cross some icky terrain outside of the tower and move 
. » ; to the main floor. Expect to face heavy resistance in this dungeon. 

I en though there isn't a boss, the rank and file bad guys here are tough. 

■ "5 ate hexers can cast the Kazing spell on fallen allies making it especially 
r: oblesome when there are two in the same group. 

Cr che upside, there are rare sightings of liquid metal slimes in the tower, 
'bey're great for power leveling, so keep your fingers crossed for a lucky kill. 
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_ook at the map before you start climbing the tower- A 
“ghturn is in a room on the right side of the first level, 
: n other pot next to it has a seed of strength- Start on 
mat side of the floor to get everything you want, 







"he other treasure from the first tier is a mini medal 
“ j reach it climb the large staircase to the north, then 

take the stairs 
down from the 
western side 
of the second 
floor 


I - :he lower right side of the third floor is an Yggdrasil 
3 : After you obtain it, look for a tiny ledge on the 
:n: side of the castle. Polloiv the ledge north until 
I read ends. The gray stone on the floor marks the 
ishoid of a hidden entrance to the left. It leads to a 
reasure chamber with a dragonsbane, a seed of life, 

: : a mini medal! 


south of it, and follow the hall left 
-c:s to the balcony of the third floor. 


Return to the 
second floor 
and follow the 
hall to the right. 
Ignore the stairs 
in the top right 
corner of this 
floor. Instead, 
pass through 
an opening to 
to a stairwell that 


ccr exiting the treasure chamber, take the central 
3 s up and enter the door at the end of the path- This 
r ci has four stairwells—either of the two stairs on the 
“ side of the room will take you to the correct place 
■ :he next floor up, How r ever, the stairs in the upper 
- corner will place you considerably closer to your 
wet target location. 




On this floor, the goal is to take the stairs up in the 
top right corner of the map. If you took the suggested 
stairwell simply follow the upper wall to the right, 
squeeze through the first opening in the pillars to the 
south, then follow the hall right to the stairwell up. 

This next floor requires some caution while walking—if 
you fall off the walkways, you'll end up back on the floor 
below, Follow the walkway to the left, then dowm Grab 
the fireciaw from the treasure chest to the right, then 
follow the walkway left and then south. The exit on the 
south wall will take you to the next area. However you 
may wish to walk a few more paces to the right first to 
reach a mimic north of some pillars. Defeat the mimic 
to earn a seed of life* 

Leave that room using the aforementioned door on the 
lower left side of the room. That takes your group to a 
ledge with a flight of stairs. Climb up, but look on the 
right side of the tower for a seed of strength (it's down a 
set of stairs similar to the one you just climbed). 

At last, use the blue circle in the middle of the tower 
to reach the top. Heal your party to full strength then 
interact with 
the statue of 
Pegasus. 

A high djlnks, 
a silhouette, 
and a devilmoth 
attack. Kill the 
silhouette first; 
its health is low and the creature has the potential to do 
the most damage to your group with its magic attacks. 
Take out the devilmoth next. Done correctly, you might 
be able to kill both on the first round, leaving the high 
djinks by himself- 








































Rest, save, and turn in your mini medals before flying Pegasus to the dark realm. There 
much left to do here in the regular world. 


If you' ve collected everything up to this point you should have enough mini medals to get 
the Dragonk: Diligence before heading out. That's an item that is used to learn a special 
vocation—the dragon vocation. Dragons gel a solid bonus to combative attributes without 
sacrificing much of anything. They learn breath attacks that deal substantial area-oTef fec.t 
damage without costing MF. 


i ,: y' /'Cr- 


ACTIONS REQUIRED 


LOCAL MONSTERS 


Uberkilliho machine 


mmwmwMm*wwwMMmMw?ww$ww ;; recommended level 


Port Haven and submerge to find the treasure chamber * fight two sets of guards to acquire the items hidden within 


Treasury Guard 


The high djinks does heavy damage but he can't overcome a healer. Have the rest of -m 
group team up for a couple rounds and rip the foe apart. Afterward, you'll receive the 
celestial reins. 

Take this item back to the King of Cloudsgate and have them upgraded. Once you do ihe 
is possible to fly Pegasus to the dread realm. After finishing a few chores in this regio- jc 
can take the fight to a new enemy! 


Undersea Treasure Chamber (optional) 


GRJNGHAM WHIP 
mm MEDAL (X2J 
TEMPEST SHIELD 


MEAN FIGHTS FOR GOOD ITEMS 

A treasure area that's often missed is hidden north of Port Haven, under the sea. You have to 
sail under the reef blocking the bay east of Scrimsley to find it. 

Once there, enter the submerged palace and fully heal your party. Even though there are 
only two fights in the dungeon, they are both nasty. The uberkiliing machines put out a ton of 
damage, so don't underestimate them. Toss out Puli heals liberally and treat your party's MF 
like it's made to be spent. You can alw r ays rest afterward. 

The left side of the dungeon has a mini medal and a tempest shield. The guards 
stationed there are actually a dragooner and an uberkiliing machine* The right side of 
the area has two uberkiliing machines guarding chests containing the Gringham whip and another mini medal. 








































LOCAL TREASURE 


CHIMAEKA WING 


MINI MEDAL (X2) 


SEED OF LIFE 




SR SHOP 






WAR HAMMER 


12000 


23000 

14S00 


LOWING DRESS 


WALKTHROUGH 




INN 5G 


‘ S ALWAYS MONDAY MORNING IN DESPAIRIA 

9 : u forgot to talk to the King of Cloudsgate Castle, return there now and get your celestial reins upgraded. Once 
s done, Pegasus can fly the patty to the dread realm at any time, Use the celestial reins to start flying, then 
-0 to switch worlds. 

•" :e you reach the new world, everything gets a bit scaiy. Tour group loses their stats, so monsters can take 
■ •yone out at leisure. Hurry to the nearby town to find some shelter. 


Despairia 


m 

18000 

umi 

21000 

Hi 

22000 




‘ 
















































There is an optional enemy at the top of the bar; in the middle of town, Th is guy isn't a special monster, tie's just a jugular 
and those guys become commonplace not much farther into the game. However, your group is very weak at the moment. 


If you're dying for an extra mini medal, take this guy on now with the most aggressive party configuration that you can put 
together, because everyone is at minimum health, you have to attack early in the round and be as deadly as you can be. D< 
leave anyone lor healing or support abilities, as there won't be time to use them. 


Obviously, save before trying this. Jf your party lucks out with a critical hit or so r you win. Otherwise, reload and give the 
match another go. Victory nets you the mini medal but it's not necessary for the story to progress. 


Lotus Lagoon 


mmmmmmmamnmmm 


15 REQUII 


CHIMAIRA VVIMG 


Obviously, save before trying this. Jf your party lucks out with a critical hit or so r you win. Otherwise, reload and give the 
match another go. Victory nets you the mini medal but it's not necessary for the story to progress. 


recommended level 


• Travel west from Despoirra until you reoch the lagoon 

• Enter the tavern and talk to the guys standing in line 

• Take your party into the lagoon itself and maneuver toward the center 

• Use the well in the lagoon to return to the red world 

• Travel to Dullerton {a town In the mountains northeast of Ghent) 

I ' . . , . ' * ' 

• Interact with the dog guarding a house on the western side of Dullerton and 
receive Wynne's tools from the woman inside the house 

• Fly back to the dread realm and give Wynne his tools 

• Receive a fine piece of equipment as a reward 


Of course, the town also has some loot. The 
merchant north of the town entrance has a barrel 
with a seed of life. Stairs near the front of town lead 
to an underground inn where a pot containing a mini 
medal can be found, In the northwest there is an 
impoverished home with a chimaera wing. Take the 
stairs down from that spot to get a seed of resilience. 

You TI also meet an old man in the basement. Take 
his smoking pipe and leave town afterward. 

You can t get the second mini medal in town until iater, so don't worry that you're missing any loot for now. The stores also wc- 
open until you've completed a few good deeds. 
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IN THE MOOD FOR A DIP? 

The new point of interest is west of Despairia and it's dose enough that you might not 
encounter any enemies aiong the way. if you do, run and hope for the bestl 

When you arrive, notice that Lotus Lagoon is dominated by a tavern in the center of the area. 
Walk into the tavern and talk to the patrons. There are dressers on the right side of the area 
but they only have a chimaera wing and some rags. Take those (if you must) and talk to the 
people standing in line for the springs* 


This allows your party to join them and wade into 

the lagoon. Follow the people into the northeast corner and break away from the pa;* 
southwest from there, fighting against the currents. Look for stairs to your left and v. e - 
those as soon as you can. 

Inside is a building with locked doors* Search a pile of bones in front of the doors to : 
a mini medal. After you do that unlock the chamber and access a well on the south 5 
the building* It takes you back to the real world. Thank goodness! 





A FLIGHT TO DULLERTON 

Your party is still crippled, and even resting in the real world won't change that. Thus 
have to fly to Dullerton instead of Zooming around to make the journey faster* Duller:: 
near Ghent in the northern part of the world* Look for a small village up in the hills. 


When you arrive there, land and take the pipe to a building on the west side of town with 3 : 
blocking the door. Interacting with the dog starts a chain of events as you meet a womar - * 
gives you Wynne's tools* Take them and use Fegasus to fly back to the dread realm agah- 

RESTORING HOPE 

Give Wynne his tools and watch as he makes a piece of armour for you. You can get a suit of armour, a shield, or a helmet at th * 
time. The helmet is usually the best choice because it's one of the best in the game. The suit of armour is the weakest choice 
because there are quite a few other pieces that surpass it. 


in any event, your group rests while the Item is 
forged. This restores your party to their normal 
stats. When you awake the hero will automatically 
take the equipment beside the bed, Equip It when 
you like and climb back to the surface. Your group 
now feels like itself again and the sun is shining! 

Search the northern side of town* There is a 

graveyard there and the central grave has a mini medal hidden below it. In addition to this, you can visit the armour shop an: 
the weapon shop. Talk to Wynne on the south side of town and hell wake up the armour dealer* As for the weapon shop 
you'll find the weapons dealer drinking at the tavern* 

When all is done, save your game and leave town* Your next stop is far to the east* 

























ACTIONS REQUIRED 


WEAPON SHOP 


ITEM SHOP 




MASSACRE SWORDl 


29000 


GREATBOW 


37000 


TR AILBlAZiMG BAHDANA 


FEROCIOUS FANGS 


FISHNET STOCKINGS 


3200 


LOCAL TREA5URI 


ARMOURSHOP 

JT ARMOUR 


600 GOLD 


23000 


CORPSE CASINO' DREAMS CAPE 


5300 




33000 


GREAT HELM 


25000 




Greedmore Valley (optional) 




CHURCH, 

INN 100G, 

& CASINO 

PARTY 
PLACE 


|Jl ARMOURSHOP 


TAVERN 

























































*; Thiitlt cost mo fifty gold coins to $et if : 
at teas*! How gimiOj gsriwrhet 


HOLD ON TO YOUR PURSE 

The people of Greedmore Valley have a tarnished reputation. A powerful sage used to live here, but that guy was snatched u: 
the Archfiend some time ago. flow, there isn't a good sense of purpose or leadership to this place, Everyone looks out for the 
interests and plenty of the town residents are happy to con you out of your money. 


Don't give the little boy any money for walking on his precious rug. Similarly, ignore the guy 
who tries to get you inside his girtie dub. The cover charge is only a couple hundred Gold, 
but there is an 'exit fee" as well (if you're carrying less than 1200 Gold, there is no fee), it's 
just not worth your time or cash. 

However, there are impressive stores in the town. Definitely check those out and search for 
treasures that are hidden throughout the area. 

A garden on the western side of town has a hidden mini medal. A seed of life is similarly 
hidden on the right side of town in the graveyard. A nondescript building on the lower right 
has a pretty betsy inside a pot. 

The mansion on the west side of town has a dreamscape. This is also where you get to see 
a robe that looks quite powerful; supposedly it was worn by the Supreme Sage that got 
kidnapped. Sadly, its current owner can't be talked into selling it right now. 



ft splendid rate i-2 cm display. It appears t: 
imbued with great magical power. 



Greedmore Mine 




ACTIONS REi 


LOCAL MONSTI 


SILVER SHIELD 


HOPPING HELLFIRE 


Be careful not to skip the kamikazee bracer in the other mansion on the right side of Greedmore. These bracers sure come in h; 
iate in the game. The upper floor of the same building has two mimics. Eight those for more seeds of life. 

While you can just skip ahead to the lake in the forest, the mine isn't too difficult and there are some treasures of interest. You. 
should now enter the mine on the northern end of Greedmore. 



























































:OAL MINE, ALL MINE (OPTIONAL) 


"he coal mine in Greedmore Valley isn't a large dungeon, but it's a good 
: see to grab experience and a little bit of money* The citizens in town think 
fhat there's a clue hidden inside the mine. They're right about that! A note 
i lucked away in a chest at the bottom of the mine* 

7 ght your way down there, collecting the seed of strength from the first 
: el and the mimic's seed of life from the second* Other than those two 
±ests, there isn't anything else to grab in the dungeon, 

i en you reach the bottom, look for the note and read it. Exit the mine, 
ten rest and save in Greedmore. 



Uh—ohP The treasure cte^t it actually a Mimic! 
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THE QUEST FOR ISAAC'S TREASURE 


WHAT'S INSIDE THE CAVE? 




Leave Greed mo re and walk west until you see a modest forest 
ahead, Enter that! There is a lake in the center of that forest. 
Many people have already gathered there lured by rumors that 
the Supreme Sage Isaac 
hid treasure there. 

Because the lake is filled, 
people cannot get to the 
treasure. 


Talk to a guy on the left 
side of the lake, he'll ask 
if you'd sell your soul 
to get that fine loot. Ignore the sensible answer and tell the guy 
"yes," This drains the water from the lake, allowing the horde of 
villagers to rush the chest at the bottom. 


Once inside the cavern under the lake, search the left side : : 
cave For a silver shield. This is the only treasure you'll find r r 
cavern. Other than that, you just need to look for the stairs : 1 
the northern end of the cave. 

The cave takes you to a new section of wilderness. A well to re 
west houses a priest and a healer* Your group can save, resum 

and heal to full HF V7 
at any time so this Is 2 
fine place to fight ar: 
level up. The mous e 
are worth a great de^ 
of experience as w e 
making the resting s>: 
even more beneficial 



Take the long way down along the route to the right When 
your group reaches the bottom open the chest and watch the 
scene that unfolds. After everyone goes back to town, examine 


nearby is your next major destination. It looks like a castle .r : 
you find it northeast of the well. 

EXIT 



‘ ■■ ■'1 : r— c ' V • ' • 




If you want to grab that robe from before you should 
follow the townspeople back to Greedmore, Go to the 
western mansion and talk to the owner of the magical 
robe. HeTi be in a much more generous mood than he 
was earlier. Walk over to the robe afterward and interact 
with it. Your group {>[cks up die dragon robe and can use 
it from that point forward; it's a nice piece, especially for 
someone like Mhly* \ - ' . 


the "empty treasure chest twice* A secret passage is unveiled, 
allowing you to enter a subterranean cavern. 

















'BABY ESCAPEE' DREAMSCAPE 
CHAIN SICKLE 
MINI MEDAL (X5> 

RUINOUS SHIELD 
SEED OF AGILITY 
SEED OF LIFE 
SEED OF MAGIC 
SILK TUXEDO 


RECOMMENDED LEVEL 
(33 TO PROCEED) 




• Talk to the merchant in green north of the bar 

• Talk to the masked man blocking the alley (bottom right 
corner) and tell him "Yes" 

* Speck to the merchant ttt green again from behind the bar, 
then attempt t o leave the alley 

* Win the first battle, but allow your party to lose the second 

♦ Return to your prison cdl and examine the sleeping guard 

• Talk to the men blocking ihe way out of the prison 
population area (receive the jailor's key again and four seeds 
of strength) 

• Fight Zoragd just outside Blackmar's Ihroneroom (optional) 

• Confront Bla ck mar in Ms chamber and defeat him 

♦ Return to the bottom floor and free the prisoner there by 
using the jailor's key from within the inventory menu (obtain 
the orb of troth), then leave the room 

* Talk to the prisoner again the next morning and then leave 

the prison :: 


* Talk to the giant guarding the front of the prison and defeat 
him in battle 

* Talk to the giant's brother nearby (receive the jailor's key) 

* Go inside 

* Open I he door and walk north across electrified tiles 

« Descend the stoics and speak with the guard (receive four 
sets of guards' garb) 

* Put on the guards' garb artd cbmb to the ground floor of the 
building (take the stairs up, follow the ball sooth and take 
another flight of stairs up, take the north exit, then climb 
two more flights of stairs) 

* Talk to the guard near the large, central staircase 

* Climb the central staircase, then exit the next room via a 
door on the right 

* Climb the stubs to the left and speak to the guard in front of 
the door to filackmar's chamber (tell him "No") 

* Go back to the prison population area, enter the bar (bottom 
right), remove the guards' garb, then talk to the proprietress 


Gallows Moor 

mmmmm 


BREAKING INTO PRISON 

You can't get into Gallows Moor without fighting its gate 
rjardiam Instead of having normal soldiers in the place 
w ortamor has assigned a gallows giant instead. This 
least won't attack until you interact with him, so have 
everyone at full health before you start the encounter. 





















This creep negates pretty much all magic during the first round, so you won't be able to do 
much healing during your encounter with him. Thus, avoid Double Up and any other attacks 
that sacrifice HP or defense to do greater damage* The gallows giant does little damage on his 
own, so your group should be fine if you take things slow and use regular attacks instead. 


If you're worried, or if you have problems during an initial attempt, bring some medicinal herbs along and have 
your character with the least damage potential use these items to keep your other characters going. 


Another option is to bring four melee 
characters to the battle* Because magic 
is practically worthless, you won't lose 
anything by ditching all of your 
healers* 


ft dark haze emanates frofiv the Gallows Gian! arid, 
engulfs the groundings! 


to- the Gallows Sant 























A mini medai drops when you defeat the gallows giant. 
Take it and talk to the big guy's brother—standing at the 
top of the stairs. A scene unfolds and your group can 
enter the prison, 

LIFE ON THE INSIDE 

Soldiers grab your party once you get inside and 
eventually you wind up in a cell. Unlock the door and 
use the northern corridor to slip away. Take the stairs 
leading down to a lower floor. Look inside a pot on 
:he next floor to receive a mini medal then talk to the 
interesting guard on the right. You've seen him before! 

Your ally gives you four sets of guards' garb. Put them 
: n and return to your cell. This time, head south from 
:hat position. 

you wear 
:he guards' 
jniforms 
>ou can pass 
.irough the 
corridors 
without being 
noticed. 

: rer the two prisoners' cells and talk to the people 
* chin if you like. Take off the garb to get a more 
genuine response from each but remember to put your 
: sguise back on before leaving-otherwise you'll get 
caught and sent back to your cells. 

"Ye stairs at the bottom of the map take you up into 
■ -c main prison population. Search around for a few 
c c items. There is a chain sickle in the lower left The 

graveyard on the 
western side has 
a seed of life. 

A door in the 
lower left leads 
into a kitchen 
where you'll find 
a seed of agility. 






There is a bar on the right side of town. Go into the 
building and search the upper part of it for another 
mini medal. The bookcases In the lower half have a 
dreamscape as well. 

Check to see that your uniforms are still on and use 
the door at the top of the level. Take a couple more 
staircases up and you should soon reach the ground 
floor again, A 
dresser in the 
lower right has a 
seed of magic. 

Speak to the 
guard next to 
the flight of 
stairs in the 
middle of that 
floor, then take 
those stairs up. 

You're now able 
to go outside, 
using a door in 
the lower right 
loot the castle treasury by taking a different set of 
stairs down in the upper left side of the area. Below are 
three chests with a mini medal, a ruinous shield, and 
4000 Gold. Go back outside and speak to the guard in 
front of the door. Afterward, climb up the guard tower 
to the east. A hidden mini medal is at the top of the 
building. 

Return to the main prison population and take off your 
guards' garb. Go into the bar and talk to the woman 
who runs the place; she's behind the counter of the bar. 
Then talk to the merchant in green who operates a food 
stand just outside the building. 

Walk south and talk to the guy in the corner. His name 
is Magnus; tell him that you have business with him. 
Afterward, go up the small passage to the north and talk 
to the food merchant once again. As you leave, events 
are triggered that cannot be avoided. Soon, you find 
yourself in combat! 























Gallows Giant 


DEFENCE 


This creep negates pretty much all magic during the first round, so you won't be able to do 
much healing during your encounter with him. Thus, avoid Double Up and any other attacks 
that sacrifice HP or defense to do greater damage. The gallows giant does little damage on his 
own, so your group should be fine tf you take things slow and use regular attacks instead* 


If you're worried, or if you have problems during an initial attempt, bring some medicinal herbs along and have 
your character with the least damage potential use these items to keep your other characters going. 


Another option is to bring four melee 
characters to the battle. Because magic 
is practically worthless, you won't lose 
anything by ditching all of your 
healers. 


Does G6 points of damage to the Callows Rant 


A dark haze emanates- from the Gallows Gant and 
engulfs the surroundings! 











A mini medal drops when you defeat the gallows giant. 
Take it and talk to the big guy's brother-standing at the 
top of the stairs. A scene unfolds and your group can 
enter the prison. 

LIFE ON THE INSIDE 

Soldiers grab your party once you get inside and 
eventually you wind up in a cell. Unlock the door and 
use the northern corridor to slip away. Take the stairs 
wading down to a lower floor. Look inside a pot on 
:be next floor to receive a mini medal then talk to the 
nteresting guard on the right. You've seen him before! 

four ally gives you four sets of guards' garb. Put them 
an and return to your cell. This time, head south from 
:hat position, 
if you wear 
the guards' 
uniforms 
; ou can pass 
through the 
corridors 
rithout being 
'oticed. 



Inter the two prisoners' cells and talk to the people 
* ichin if you like. Take off the garb to get a more 
cenuine response from each but remember to put your 
ilsguise back on before leaving—otherwise you'll get 
taught and sent back to your cells. 


"he stairs at the bottom of the map take you up into 
me main prison population. Search around for a few 
-ee items. There is a chain sickle in the lower left. The 

graveyard on the 
western side has 
a seed of life. 

A door in the 
lower left leads 
into a kitchen 
where you'll find 
a seed of agility. 





There is a bar on the right side of town. Go into the 
building and search the upper part of it for another 
mini medal. The bookcases in the lower half have a 
dream scape as well. 

Check to see that your uniforms are still on and use 
the door at the top of the level. Take a couple more 
staircases up and you should soon reach the ground 
floor again. A 
dresser In the 
lower right has a 
seed of magic. 

Speak to the 
guard next to 
the flight of 
stairs in the 
middle of that 
floor, then take 
those stairs up. 

You're now able 
to go outside, 
using a door in 
the lower right. 

Loot the castle treasury by taking a different set of 
stairs down in the upper left side of the area. Below are 
three chests with a mini medal, a ruinous shield, and 
4000 Gold. Go back outside and speak to the guard in 
front of the door. Afterward, climb up the guard tower 
to the east, A hidden mini medal is at the top of the 
building. 

Return to the main prison population and take off your 
guards' garb. Go into the bar and talk to the woman 
who runs the place; she's behind the counter of the bar. 
Then talk to the merchant in green who operates a food 
stand just outside the building. 

Walk south and talk to the guy in the corner. His name 
is Magnus; tell him that you have business with him. 
Afterward, go up the small passage to the north and talk 
to the food merchant once again, As you leave, events 
are triggered that cannot be avoided. Soon, you find 
yourself in combat! 



























ATTACK 
DEFENCE 
AG HUY 
EXP 
GOLD 


DZAQEL 


nus experience -He won't be nearly as tough as he was earlier in this area. Instead, ne 
standard complement of attacks. To make the fight even less taxing, Kabuff your party I 
ragel's generic strikes. He relies on physical damage, so this cripples his damage output. 

is considerable, you won't have to Heal often* It's just a slugfest back arid forth, and the 
UD without enough MP to fake on the final boss in the next room* Let that be the factor 


There are two phases to this light. In the first, your 
group takes on a pair of prison guards. They're 
chumps-without any special damage or health they 
can be killed in a few rounds. Afterward, the big guys 
come into play. Dogmus and Zozagel are the captains 
of the guard and you won't get to beat them, instead, 
they eventually use an attack that paralyzes your 
entire party. The good news is that this isn't the end 
of the story . You're just taken back to your ceils. 


HERE AGAIN? 

This time, the guards are clever enough to take your jailor's key and guards' garb. Feel 
nap for the evening but check out the sleeping guard when you wake up. This guy isn t be 
lazy; he's got real problems, 


Things only get worse for the enemies from there. Hurry back to the main population area . 
the prison and talk to the leader of the civilians. You'll get the jailor's key back from him a- 
hell also contribute four seeds of strength to your cause! 


Climb to the top of the castle and talk to Zozagel on the ground if you want to have an optional fight, If not, just go into Blackm;- 
chambers. The demonic leader won't go without a struggle so be certain to put your party in its best configuration before walking 

into the room. 
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ATTACK 

DEFENC E 

AGILITY 

EXP 

GOLD 


Blackmar 


Blackmar and his two dragooners present a fun challenge 
for even o skilled party. You have to juggle some heavy 
healing while damaging Blackmar. 


If you don't have many skilled damage dealers it's wise 
to keep all of your damage focused on the boss. He'll 
revive his comrades after you take them out, so you won't 
accomplish much if you focus on his minions. 

However, a party that can kill a dragooner every round 
and still punish Blackmar might consider spreading 
out the damage. Not only does this frequently stop the 
damage from the dragooner that gets killed, but it also 
increases the likelihood for Blackmar to spend one of his 
two attacks in that round reviving his fallen buddy. Your 
damage output serves to reduce incoming damage from 


0acfcii>ar coste Kazing! 


Multi heal is pretty much a must-hove spell by tic 
group is going to take damage in heavy doses, < 
quite strong. If you don't have Multiheal on any 
and trade off on which characters ore getting Fu 


all of your heavy hitters, or use die Sword of 


This is a somewhat longer battle. Use Oomph on 
Ramias on them. 


After receiving a silK tuxedo from ttie fallen boss and listening to the 
citizens that arrive, take the jailor's key down to the lowest tier of the 
building. Qo north, past your cel! again, and use the key to unlock the tnan 
in the last cell. (You'll have to enter your inventory and select "use" on the 
jailor's key while in front of the man.) 

He'll explain that Supreme Sage Isaac has already left. The weary man calls 
forth the orb of truth and gives that to you, This orb can be used at the 
northern end of the continent, above the well where the healer and priest live. 


Return to Benjamin's cell the next morning and speak to him again, He'll be 
concerned for obvious reasons and ask that you go to use the orb of truth 
without delay. 

Leave the prison and then go to the well. Rest and save there and then head 
to the northern tip of the continent. 













The Prison of Sorrow 


TRIASI 


f< RECOMMENDED LEVEL 


etmmimmms -muttim 
























SAVING THE SAGE 

Walk north until you reach the tiny peninsula extending into the Sea of 
nothingness. The game automatically asks if you want to use the orb of 
truth when you get to the right position. 

Doing this takes your party to a small section of land. There are monsters 
wandering around, but none of the random encounters are too bad. To the 
east is a shrine, Qo inside and descend to the lower level. The Supreme 
Sage is there but he's m a strange state, chained and unaware of your 
party's presence. 



Interact with the Sage to see what the monsters are putting him through. Return to Gallows Moor and talk to the 
Sage's brother, Benjamin. Benjamin will follow your party all the way back to the shrine. Heal everyone to full health 
before approaching Isaac again, A long scene triggers when the brothers meet and your party is forced to defend the 
men from two powerful beasts. 
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ATTACK 

DEFENCE 


Belleau 


Cabot 


DEFENCE 


EXP 

GOLD 


This boss fight is another great one that forces you to make 
difficult choices, Belleau is the easier target to kill, sa you may 
want to go after him first* His health is a full thousand points 
tower and he also has the better area-of-effect attacks for the pair* 


Cabot, however, has a frightening single-target attack that he 
breaks out from time to time* It can burst well over 200 HP 
of damage, so watch out when he takes a round to prepare 
himself* Don't do anything the following round that costs HP or 
reduces defense. 


this fight as much of the damage 


Kabuff is a good spell in 
physical* 


As usual with lafe*game fights, you want to Oomph all melee 
damage dealers. This helps to kill Belleau at top speed. Once 
he's down Cabot can't hope to hurt your party that badly. It's 
only a matter of time until you kill him as well. 


Cabot stamps wr Hero with his giant foot! 

























ACTIONS REQUIKI 


LOCAL 


DEMON SPEAR 
DRACONIC DILIGENCE 
GOLDEN TIARA 1 
METAL KING SWORD 
MINI MEDAL (X2) 
PRINCESS'S ROBE 


AGGRO SCUtfTUR I 


LIQUID METAL SLIME 


toss LEADER 


DEMON STEWARD 


METAL KING SUME 


DRAGOONER 


HACKSAURUS 




SILHOUETTE 


IRON TORTOISE 


STOUT TROLL 


mmmi 


• Enter Mortomor's Orectdliiir 


Kill the Archfiend and save the world 


Mortamor's Dreadlair 


• Level up as much as you'd like 


• When you firs! enter the second floor, use the arrow walkways to reach the yellow pressure plate in the center and step on It 

• Walk north to reach the main area of the second floor and navigate to the stairs on the for light (the pressure plate here prevents you from 
reaching it —however, if allows access to the healing room found via the central staircase) 

• Reach the uppermost central platform by faking the following jump ponds: north of the storting point facing left, the upper most facing left on 
the second platform, then the only right facing panel on the third platform 

• Go down the stairs and step on the blue floor panel 

• Climb up a floor, exit to the south, then fake the central door on the north side of the room 

• Navigate through the fog to the north exit, proceed through the final hallway, then drop off the door's frame into the find area 


TAKING ON THE BOSS OF BOSSES 

Have a solid group before entering the next dungeon. Don't just put your best four in the party and say that's good enough. 
Instead, put four good backup characters in your rear lines as well Have at least one spare healer there with Zing/Kazing to 
ensure that your group has resurrection potential despite whatever happens in an encounter. 


A mini medal drops after you complete the fight. After another scene, speak to the twins. 
Then, drop through the hole behind them and complete any activities that you still have in 
the other worlds, Tor example, you might have reached 100 mini medals by now. If so, take 
them to Medford's Manor and get the final prize, robust lingerie! 


When the time comes to attack Mortamor directly, return to the dread realm and Zoom to the 
Frison of Sorrow. The entrance to the final dungeon is north of the shrine. 












































Mortamor has an awesome lair so enjoy the sites while going through the 
outer yard. Walk north and climb the stairs in the next room; that gets your 
party to the second floor with almost no fuss. 

The first puzile is up there. Sliding 
arrows take your party all over the 
room so be careful. Step onto the 
arrow directly in front of you and 

Sen take the arrow a step to the right and down to get to the center of the 
section. Step on a yellow pressure plate to disengage the sliders. Mow you 
an move through without any more trouble. 





' you're lec.Iiiig patient there’s a great, opportunity available in this area. The pudgedevils you may have 
noticed here drop ap Item caiied the duplic hat. Titfc is an immensely powerful item as it causes your magic 
o be cast twice. This includes Hultilieai. With this item on all of your healers/casters, you might as well 
e invincible. Tfyou fe slightly less patient, you should probably switch ail of your vocations to thief as it 


i i k north and use the stairs that lead down as soon as you reach them. The upper left side of the lower chamber 
•as a mini medal. You won't need those anymore if you've already turned in 100 of them but there are a few spares 
--:und the world to help you out if you missed something earlier. 
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Return to the second floor and use either of the sliders on the left. Take a few steps to the left, then walk north onto the sheer 
This slider drops you off on a ledge with a chest containing a demon spear. Use the sliders below the chest to get onto the le: :i 
lead toward ihe center. Another pressure plate is here. Use it to disable the remaining sliders. 




The stairs at the top of the room le a 
to a healing chamber You can res. i 
everyone's HP/MP there with impuri 
it's wonderful for anyone trying tc T 
Gold or experience in the dungeo n 


After you've used the healing room ner 
the sliders back on and take them . 
upper right side. Another staircase s ya* 
that brings your party to the third Book 


Climb down and activate the pressure plate to change the room's 
position in the castle. Climb back up and you'll find that you're on the fourt 
floor, This is a great spot to level your party because there are liquid metal 
slimes and metal king slimes appearing here, 


corner ledge 
to reach the 
stairs. You 
should continue 
the right if you'd like a golden 
tiara. Milly loves those so it's 
a valuable addition. Use the 
same jumpers as before to 
reach the stairs again. 


IT'S BREEZY UP HERE 

The third floor has tiles that catapult your party from ledge to ledge. The yellow : € □ 
your left gets you over to a platform with a mimic. Kill that for a seed of life anc : - -is 
take the northwest jumper. Get back to the beginning using the jumpers above : > 
hopping off the ledge and climbing back up to this floor. 

During your next run use the jumper that is facing left above the starting stairs 7*» 
hit the northwestern jumper on the next ledge, the top one of four. Use rhe 
only other jumper from 























Climb the 
stairs, then take 
the southern 
exit and loot 
a Dragonic 
Diligence from 
[he chest in the 
room of doors. 

To leave this room successfully, take the door that's 
west of the chest. This door opens into a cloudy room, 

I FORGOT THE FOG LIGHTS 

You won't be able to see most of the time. Only 
occasional lightning strikes reveal the floor around your 
characters. 

There are four treasure chests here and you won't want 
lo miss any of them so be careful. Look at your map to 
see the route that needs to be taken. Either use that to 
navigate or be patient and wait for the lightning each 
:ime you need to make a turn. 

T hree of the chests are in the center of the room. To 
-each them, move in the following directions, allowing 
;he walls to stop your hero each time before changing 
;ourse: left, up, left, down, left, up, right up, right 

down, right, 
down. From left 
to right, those 
chests have a 
mini medal, a 
mimic, and a 
princess's robe, 

The last chest 
:the dungeon is at the top of the room, to the right 
:f the door. To reach it stand north of the leftmost 
treasure chest, and re-trace a portion of your steps from 
before—up, left, up, left down, left. From here the 
;ourse changes a bit Walk up, right and up again into a 
read end. Wait for the lights to flash, and quickly hook 
w:..nd the wall protruding to the right 





From here walk up, right, down, right then up to reach 
the exit. Don't leave yet though! Wait for the lights to 
flash again, to find the corridor right of the door first 

That leads 
around to a 
massive boon 
for your party, 
the metal king 
sword! 




There isn't any more loot in the dungeon and your group might 
be o little low on resources by now. If you aren't In a rush, Evoc 
and Zoom to safety. Rest and save before coming back to the 
Dreadtair for another run. This guarantees more experience and 


Take the northern doorway to exit the fog and make 
your final approach. 


CLOSING IN 

The parapets of the Dreadlair are pretty in their own way. 
Walk along those until you reach the next entrance. Don't 
go in unless you're ready to commit to the end battle. 

The point of no return is just beyond the next door. 



Go through 
the opening 
and hop down 
to approach 
the Archfiend 
himself. Three 
stages of 
combat follow 
from there and you won't have any downtime between 
battles™ it'll be a tough ride. 




















Mortamor 


DEFENCE 


Hortamor throws a bn!! of soaring fktra! 


combat round. His 


When he "dies" It only causes the premature end of 
stage deploys and you're right back in the action* 


AsNynn casts Miiltibeal 1 


ATTACK 


Mortamor 


DEFENCE 


AGILITY 


GOLD 


get through this phase without taking too long and 


Healing needs to be done more frequently but the real trick is to 
losing a pile of your MP in the process. 


To do this, rely on critical hit abilities. 
Hatchet Man and other power strikes are 
the key. These might cause you to miss a 
number of times but each hit that lands 
is much more damaging than the paltry 
you pull off while dealing with 


swipes 

Mortamor's buffed defense. Sove as much 
of your damage dealers' MP as possible 
during this round. Abilities like Gigaslash 
are heavily needed tn the final phase. 


Lizzie hacks away (ike o, dennoril 


Mwtarftor dices faster ilwn a hwricand 


2000 







f HP 











2500 2000 1700 
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Mortamor 


ATTACK 


DEFENCE 


AGILITY 


When the final phase begins you know things are going 
to get nasty, Mortamor brings out his hands and exposes 
his face* You have to be specific in how you approach this 
stage of the fight* Kilting the head first is bad; it allows 
the hands to Kazing it back to life. Similarly/ the hands 
can Zing or Kazing each other, making your task rather 
arduous if you don't know what to do. 


The left hand dosh&s with its claws! 


The left hand (on the right side of the screen) has the ---—- 

Kazing* It needs to die first* However, your best bet is 

to soften both hands for 400-500 points of damage before trying to kill either one. This way 

the left hand dies hopefully killing it before it can 


you can lay into the right hand as soon as 
successfully Zing its brother. 


►nly Zing the left hand back to half health, 


making your 


Even if this fails, the right hand 
second 


attempt much easier to pull off* 


If you have Ashlynn in the party, have her use Magic Burst during the first round of the phase* 
That area-of-effect damage really helps to start things off correctly* Switch her out for a melee 
dealer afterward. 


damage 


Mortamor deals powerful area-of-effect damage and may 
use a sleep-inducing move as things come to a conclusion* 
Try not to have both healers in the party at the same time 
to avoid having both put to sleep in the same round* If 
that happens, remember to use Yggdrasil dew to save the 
while you wait for your buddies to wake back up* 


WAIKTHROUG 


party 


the hands are dead, beat on the face 


A NEW DAWN 

: _r party leaves the dread realm as 
*; '.amor descends into oblivion. 

:. travel to a number of places 
• rughout the dream world and 
*r orld, getting your proper love 

:■: respect from the people and 
faetr rulers. 

I i : on 't want to spoil anything for you so we'll ship over this part, none of it involves battle or puzzles so there 
_ . ■: any obstacles to overcome while finishing it. That said, you need to leave each area to proceed to the next, 
you attend the final part in Somnia, talk to Ashlynn in the throne room to trigger the end credits and conclude 
rtame. Watch what Terry is doing in his last scene! 




















Learning a New Vocation 


ACTIONS REQUIRED 

— 


mm mmmmmBmm 


RETURN TO AMOR 

At the end of the credits, there's a TIN" screen. Wait all you want, it'll never go away. Just 
reset your game and load your save. This'll start you in Somnia's church, ready for the post- 
game adventures! 


now that you're in the post-game, you can learn a new vocation. Travel to Amor in the dream 
world. Go into the cave north of town and descend to the third floor down in that dungeon. 
Ride the middle Jog from the northwest corner to reach the central island. Once you've 
arrived search the shining gold spot on the ground. 


There are many abilities in this job 


Your group uncovers a scroll that allows its bearer to work on the liquid metal slime vocation 
help party members get out of trouble so it's rather powerful. 


The Fungeon 


LOCAL TREASURE 


ACTIONS REQUIRED 


MINI MEDAL ' 
SACRED ARMOUR 
SEED OF RESILIENCE 
SEED OF STRENGTH 


STOUT TROLL 


SLUGGERNAUT 


• Reset the game after viewing the credits 

• Travel to Amor in the dream world 

• Enter the cave nearby end search for the liquid Metal Mind 


recommended level 


Go to Afitrades Abbey in the dream world 

Enter I he torch room in the northern pari of the bo sem ent 

Go through the new door tit the top of the room and eater the Fungeon 

Cross to the other side of the dungeon to di scover a secret tow 
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Talk to the leader of Al!trades Abbey if you get all vocations to five stars or higher. Vole won't ha 
to do this with a single character; you only need to have each vocation leveled by someone. 


As a reward, the abbot gives you a gospel ring, Equip it to stop all random encounters and 
take it off when you want to resume them! 


TREASURE 


ACTIONS REQUIRED 


ITEM SHOP 


< recommended level 


Talk to the woman in the hero's old house 

Answer the woman's question to turn the town into Reaper's Peak 

Talk to the appropriate NPC (the NPC changes based on which version of Reaper's Peak 
is selected) to learn the location of the arichahum fangs, leave town, evac, then Zoom to 
Aridea and retrieve them(optional) 

Use the well in the elder's basement fa continue the Fungeon 


On the next floor search the western side for a seed of strength and proceed to the hotter 
of the map for a seed of resilience and the way down to the third floor, 

Everything becomes even more linear after that. Take the only available route toward the e : 
and snag a set of sacred armour from the eastern chest in the final room, even though you 
won't really need that armour at this poind 

The exit throws your group back into Weaver's Peak—sort of. 


Weaver's Peak (Reaper's Peak) 


NO MORE PUNS—WE PROMISE! 

The Eungeon is unlocked once you complete the game. To access it return to Alltrades Abbey and look in the basement. The torch 
room now has a door that is open leading north. 


It doesn't take long to cross from one side of the fungeon to the other You've been through 
all of the rooms in this dungeon before, even though they come from several places 
throughout the game world. Expect to see many familiar monsters though the new ones here 
are especially mean. 

The treasure is weak here but you'll still get a few useful things. If you still need mini medals, 
search the chest in the eastern portion of the first floor. After you obtain it, travel to the 
southwestern corner and take the stairs down. 













































TO SECOND SECTION OF FUNGEON 



TO FIRST SECTION OF FUNGEON 


HERE AGAIN? AGAIN! 

In between the two sections of the Fungeon is a new 
v ersion of Weaver's Peak, They're celebrating the spirit 
festival as you arrive. Before doing too much, look 
3round. There 
are three pots 
10 the west of 
your hero's old 
couse. Break 
:nem for a mini 
medal You find 
another one 

nside your home, along with a duplic hat. This type of 
hat doubles the spell effects used by the wearer so it's 
3 great healer/caster item. 

“alk to the girl who lives in "your" house and think 
3 bout the choice she gives your hero. You can switch 
ie village to conform to a different person's dream. 

The choices she gives you correspond to three different 
arms of Weaver's Peak. The first option changes the 
:.lace into a Dragon Quest IV variant of the town. 

The second turns it into a Dragon Quest V version. The 
Tnird choice makes the town a monster's haven. 


Once you do this, Reaper's Peak is added to your 
Zoom list. If you chose the "monster's today" style, talk 
to the people in the bar and listen for rumors of the 
orichalcum fangs. Talk to the HPG hanging out in the 
church and say you have heard of Suite Dreams. If you 
have used the DreamsharSng there, the party receives 
the 'Frolicking Frogs' dreamscape. 

If you chose the "far future" style, speak to the giri with 
the tiger at the inn, then to the tiger to learn about the 
orichalcum fangs. Then speak to the man in the bar, if 
you have used Dreamsharing, for the dreamscape. 

If you chose the "near future" style, speak to the man 
next to the 3 pots on the west for the fangs, and speak 
to the woman in the Mayor's house for the dreamcard. 

Once you've done this you can leave town, Evac to get 
outside, then Zoom to Aridea. Look near the town well 
for the fangs and Zoom back to Reaper s Feak. 

Go up to the eider's building and look in the basement. 
There is a well down there that takes your party to the 
second half of the fungeon. 





















The Fungeon (CormrajED) 



LOCAL TREASURE 


angel leotard 


raging ruby 


LOCAL MONSTERS 


Oberkilung machine 


JACKAL RIPPER 


dreadstaff 


HACKSAURUS 


mmmm 


S RECOMMENDED LEVEL S&f 






HERE AGAIN? AGAIN! 


The second half of the fungeon has even stronger enemies, flew creatures, like demon overlords, stalk the halls and make it bar; 
blaze through the area quickly. The first major room is filled with lava, so remember to use Safe Passage. 





Look for the stairs leading up in the southwestern part of the room. Take this set of steps to climb to another fiery chamber, l\a ■ _ 
the way L o the northern end of the level and slip back down another staircase. This takes you to a graveyard. Look in the norther- 
graves for a second raging ruby. These are so useful when you want to have a couple of characters with massive damage potency. 
You may want to equip one on Carver and the other on the hero. Return to the original lava room when you can. 

Search the northern end of the room for a power shield. Another chest, on the western side, can only be reached by walking thrc -■:* 
the lava. This is probably worth doing because it's a mimic. Fighting this battle gains another seed of life for your party. 

The next staircase is on the northeastern side of r 
room. Walk up there, take the stairs, and then turn 
south. The stairs are at the bottom of that tier, 

The next level is in a damp cave. Use the exit up no” 
to continue. There isn't any treasure until you search 
the cavern above it. This one has a mini medal on ” : 
eastern side, hidden on the floor beside a skeleton 

Use the stairs at the top of that cavern to reach the optional boss. His floor is the same as the one you saw in the dream world a: 
Castle Graceskull. Don't go into the ritual room quite yet. instead, pass it by and search the treasure room at the end of the ha 
This gets you an angel leotard, the last piece of loot in the game. 

Heat your party to full health, distribute items as best you can to ensure that multiple 
party members can heal or resurrect each other, then attempt to summon the evil 
spirit. It won't take tong to respond. 










































:e Nokturnus is defeated within 20 turns, a different ending to the game is revealed, You've pro\en that nothing 
stand in your way. Congratulations! 


_HP_ 

PAP 

ATTACK 

DEFENCE 


Nokturnus 


GOID 


Nokturnus has a mountain of health and any victory over 

9 1 • 'VV'r 

him won't count unless you can wipe through it in under , Y 3 i i- 

20 turns. You must be putting out 750 points of domqge on (Jw? ^ ^ 

good turns to do this. There are going to be turns when a if V 

greater focus on healing reduces your output thot kind of r ^ '*m 

damage is simply not possible without major level building. . _ - _ 

• ' . ' ■ '. - ’ • - - - ' - Nioktornus's whole body shakes he spews f-f- 

Most parties won't be able to beat the fight in time without _____ 

leveling well into the 60s or Higher. A player with great * ^ ^——" 

patience and some luck can get the job done sooner but it's a risky and frustrating affair unless 
you have exactly the right type of party for the engagement. 


Nokturnus Has a bit of everything. His ctrea-of-effect skills are certainty his best and most 
frightening attacks, but he won't lay the nastiest of them on you with high frequency. As such, 
surviving the fight isn't nearly as rough as winning it, Even after he gets his Oomph going he 
won't burst too much past 200 points of damage often. Multiple characters may end up eating 
220+ points at the same time but a double Mufriheal can do wonders for that. 


Have at least two great healers ready to go. Both need 
Multi heal and a strong supply of magic points. Keep them in 
the Sage vocation. Have at least four perfect melee damage 
dealers. Ensure that their health is as high as possible. 
Beyond that you'll just want to improve their damage as 
high as it can go. They're best off in the Hero vocation. 


,-vel multiple characters through the vocation trees so that 
’hey have access to the Hero line. When that's maxed out, 
*our characters will have access to health regeneration and 
Gigdslash; both are ideal in this encounter. 


Oomph is worth casting but only on your lead damage 
dealer. When they get Hit by a Disruptive Wave, restore the 
Oomph and keep fighting. If you cast too many Oomphs or 
luffs you'll end up wasting time. 


Her* attacfcd 


tf ueed be, switch your party around every single turn, This is the best way to ensure that the party 
seps its health high. When necessary, you can even rotate badly injured characters out of the party 
md let Muhiheal bring them back to better status white they're safely out of Nokturnus' attack 
^snge. Consider doing this when someone needs more than 


a double Muitiheal to top off their health, 






































Create Your Dreams 




Hero's Drearecand 


Ftrst, ctoos* ao appearance. 


The continent in the southwestern part of the ocean has a building that looks like a church. 
However, it's something more curious than that. Ids a place called Suite Dreams, and that's 
a center for dreamsharing, In essence, this is a way that you can interact with other Dragon 
Quest 17 players. Once you Oil out your card here ids possible to leave comments for and 

receive comments from others. Once you have 
visited Suite Dreams, it becomes available on the 
Zoom menu. 


Standing outside the building is a nun who provides 

all the same conveniences as a church. Use this opportunity to save and then enter to :: 
greeted by another dreamsharer Grab the dreamcard from each of the bookcases in t K . 
entry way. 


Ifr To get started, talk to Sharon Hope and she explains how it all works. She then helps 
you create your Dreamcard. First, select an Appearance. Initially there are only 23 to 
choose from, but after a certain number of random encounters it increases to 64. 

next, select your Disposition from 64 types such as such as serious, romantic, 
flighty, and independent. Choose an Occupation from 64 jobs such as artist, grandma, 
director, and cosplayer. next you must pick a flobby from the 64 options such as comics, 

meditating, 

travelling, or gaming. A Speech Style must also be 
selected from the 32 types given. 


Once you have chosen your characteristics, you car 
use the three lines of 15 characters to write your 
dreams. This can be anything you want and it will >: 
added to your Dreamcard, 
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The East thing you need to do to 
complete your Dreamcard is select 
a background or Dreamscape, There 
are 40 Dreamscapes to choose 
from at first. However, if you search 
the bookcases in towns and talk to 
MFCs, this number grows to 64. 


Share Your Dreams 


Mow when you return to Sharon Mope, she gives you five options: 

Start Dreamsharing, Change Dreamcard, Discard Dreamcards, 

Tew Dreamscapes, and Leave. Select Start Dreamsharing to begin sharing 
our dreams with others. You can dose your Mintendo DS at this point and 
: someone else passes you that is also Dreamsharing, the two of you share 
our Dreamcards and a comment is left on each system. 


Select Change Dreamcard to go through the creation process again. 

1 noosing Discard Dreamcards allows you to remove someone eise r s 
S reamcard from your Insomnipedla. 


The InsoMNiPEDiA 


The insomnipedia sits on 
the counter next to Sharon 
::pe. This allows you to view Others' 
: ^eamcards and check out your own 
: ^eamcard. You can only have 24 
:dier Dreamcards. So if you fill up 
ne Insomnipedia, you must talk to 
^aron to discard one or more. 


e kid to the right is the Dreamcard comment counter. For every three people you encounter, the comments on 
ur dreams are updated with one of 128 different comment messages. 


Someone blocks the stairs to the 
basement You must get 10 people 
registered in your Insomnipedia 
before going down. 


Qo out the back door and continue 
north to enter a forest similar to the 
one where you found Peggy Sue, 




Glacwf Gfrtwflsi 
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Start Braqrastiarinii 
ClKHise Drtawciird 
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COLLEfTING DREAMSCAPES 


lh 


Searching the bookcases around the towns you visit and talking to some MFCs gets you more Dreamscapes J 


to use for vour Dreamcard, 



Crow Central: Well south of 
Amor Dream World) - Bookcase 
inside house. 



Coal Mine; Peninsula north of 
Slimopolis - Use flying bed to reach 
remote peninsula in northwest. 


Sinister Snowlield: Suite Dreams - Boot Camp; Suite Dreams - Right 
Left bookcase just inside building. bookcase just inside building. 



Serene Seabed; Underwater shrine 
south of Howcastle - Bookcase 
along right wall. 



Skeleton Crew: Sunken Ship - 
Bookcase located at rear of 
lower deck. 



Strangers at Sea: Poseidon's 
Palace - Bookcase in room west of 
the throne. 


Fairy-tale Forest; Sorcena - 
Upstairs of northeast building on 
right bookcase. 


Rogues Gallery: Turnscote - 
Bookcase in northwest corner of 
town. 


Senior Swamp: Felonia Castle 
- Queen Mother's room on left 
bookcase. 


Chilly Cavern: Sorcena - Upstairs of 
northeast building on left bookcase. 


Scholarly Retreat: Felon i a Castle - 
Room east of throne on right 
bookcase. 


MJs] 







































































r' dreftinscapd 


Her* finds tive 'Corps* Casino' drffltmstapd 


Her o finds the "Winter Wonderland' dreamscape! 


Hero finds the Bountiful Bog' 


Here 


Frolicking Frogs: Reaper s Peak - 
"alk to guy inside church to receive 
:kis dreamscape. 


■ .i —K— 

Bountiful Bog: Downstairs in Suite 
Dreams, far left book case 


Valkyrie Vista: Dreamshare with 24 
people, then talk to the woman standing 
in the back corner of Suite Dreams 


Burning Altar: Castle Graceskull 
- In library on top floor on right 
jookcase against the back walk 


Dragon's Peak: Cloudsgate Citadel 
- In library on third from right 
bookcase nearest to entrance* 


Slime Time: Cloudsgate Citadel- in 
‘brary on second bookcase from 
right against back wail 


Corpse Casino: Greedmore Valley 
“ in northwest mansion on right 
bookcase. 


Baby Escapee: Gal lows Moor - in 
bar on middle bookcase* 


Winter Wonderland: Downstairs in 
Suite Dreams, in the book case just 
left of the 


Weird Woods; Downstairs in Suite 
Dreams, in the book case just right 
of the well 


Kitty City: Downstairs in Suite 
Dreams, far right book case 








Royal Waterway: Cloudsgate 
Citadel- in library on fourth bookcase 
from left against back wall. 
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LMOPOIUS 


Zoom to Weltsbire and board the Providence. Sail south to the continent below Wellshire. Look for 
a well on the western edge and drop down that well as soon as you find it. This takes you into the 
dream world. 


Walk south and look for a small 
building, Qo inside arid use a 
pressure plate on the floor to 

open a floodgate outside. This allows your party to access the Slimopolis with 
either the mobile island or the flying bed. Zoom to Wellshire or Medford's Mar 
and travel from there over to this edge of the continent Qo through the open 
floodgate and head into the Slimopolis at your leisure. After one visit the place 
becomes available on the Zoom menu. 


An inn is located to the left and Patty's Party Planning Place on the right Your parr 
can take a break at the Slippin' Slime machine next to the bar. If you just take a 
slime into the building you can slip through an opening on the lower level to acc» 
more of the place. This is discussed in more length in the walkthrough section. 


to Compete 


Take one of the stairs down to find an arena where slimes are fighting with other monsters. You can win some gr-:z: 
prizes here by entering one of your own slime into these fights. The fights are divided into eight ranks based on 
strength. To clear a rank, you reed to win three consecutive rounds. If you can manage to clear the highest rank 
you'll get a crack at the Slimopolis champion! 


Once you've cleared a rank, you're free to challenge it a second time—except for the highest rank that can onh : 
won once. This is indicated by one or two stars next to each rank and a crown next to rank A once beaten. For the 
second time in each rank, you must fight with a health and magic handicap. There is an entry fee for each rank, -: 
fee increases with the difficulty of the rank. 
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Put the slime you wish to enter and a human character in your 
party then talk to the guy behind the right counter. Me asks you 
to select who you wish to enter and then you must select the 
rank in which your slime will compete. Once you have paid the 
entry fee, your slime leaves the party and heads to the arena. At 
this time you lose all control and it is up to your slime to fight. 

The party watches the fights from above. Mere you can observe 
and watch for weaknesses and strengths of your slime. After 
winning a rank, your slime heads to the counter on the left and 
receives a prize. At this time, it is a good idea to head upstairs 
and rest before attempting another rank. 



How to Win 




You can enter any slime into the competition, but the quickest route is with Qoowain, You get 
him earlier than any other slime and he can easily win with some training and vocation learning. 
Other slimes may end up with some better stats, such as Mercury and its high resilience and 
agility, but Qoowain levels up easily with well-rounded stats and good equipment. Check out 
the character section of this guide for more information on each slime—how to get them, their 
attributes, and available equipment. 



beep Qoowain learning new vocations as you level him up. He 
has the Meal spell but Fullheal {from the Priest vocation) is 
nice to have in the higher ranks. Making him an armamentalist 
or gladiator gives him some great spells/abilities to defeat the 
tougher monsters, plus at level 25 he learns the handy Falcon 
Slash, 


-e following are the eight ranks of the competition along with the entry fee for each and which monsters your slime will face. The 
ons of each monster are also included. 



fii nctns 

RANK H: ROOKIE CLASS 

Entry Fee: 2000 

The slime knight and skullrider each have an attack that can do decent damage on a slime 
with low hit points, especially if you are poisoned by the toxic turnip, A well-experienced slime, 
though, can easily handle this rank. 


*,OLND I 
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RUFFLED GOON 


Gx 

BEGINNER CLASS 

Entry Fen: 300G 

With five enemies in the first round, it 
may take some time to take them alt 
down unless your slime has a good area- 
of-effect attack. The feral beasts can hurt 
weaker slimes with the blown away ability. The animated armours can 
get in quick attacks each turn with the Mercurial Thrust, The arrghgoyle 
makes the round last longer with Kaclang, but it will most likely attack 
unless Sizzle is effective. 

ROUND 1 


FERALBEAST X2 


ROUND 2 






ACTIONS 


RANK Fs 

AMAflUR €imS 

Entry Fee: 5000 

With a successful Spooky Aura by 
a lesser demon, round 2 can be 
difficult—especially if the slime can't do 
more damage than the heals of the healsllme. The final round with the 
jumping jackal can be difficult if your slime goes in with low HP. 

ROUND 1 


MONSTER 

ACTIONS 

GUSTBLUSTER 

ATTACK, SWOOSH 

INDENTURED 

SERVANT 

ATTACK 

GUSTBLUSTER 

attack, SWOOSH 


ROUND 2 


MONSTER 

ACTIONS 

LESSER DEMON 

ATTACK, KASAP, SPOOKY AURA 

HEALS LIME 

ATTACK, HEAL 

LESSER DEMON 

ATTACK, KASAP, SPOOKY AURA 


MONSTER 


JUMPING JACKAL | ATTACK, SLASHES WITH CLAWS, THIN AIR 


RANK E: 

ECONOMY CLASS 

Entry Fee: 70OG 

If your slime is susceptible to Co : 
Breath, you could get behind in - 
the first round. IL helps to have a . -_Sbi 
healing spell than just Heal. In re.: 

2, the battering ram can take away your healing spells with fizz:-: : 
then hit you with its horns sending your slime into the final roue: ■ 
shape. The diethon attempts to poison the slime before taking i: 
with its powerful tail whip. 


ROUND 1 

MONSTER 

ACTIONS 


DREAMAERA X2 

ATTACK, MIDHEAL, COOL BREATH 



ROUND 2 


MONSTER ACTIONS 


BATTERING RAM ATTACK, ATTACK WITH HORNS, FIZZLE 


ROUND 3 


MONSTER 

ACTIONS 

DIETHON 

ATTACK, POISON ATTACK, TAIL WHIP, VENOM 

MIST 



DrMSftMra ft oilmlei A coU brfcdFh! 


ET •• • • 



RANK &t 

BUSINESS CLASS 

Entry Fee: 100GG 

The gasbagons have some good attach 
with their smother ability and Flame 
Breath—again, it really helps to hav - if* 
than just Meal, Having a strong atta:-. ■: 
ability can make round 2 very easy, keeping the cures lime from using 
their Fulihea! and prolonging the fight. The final round can be trouble f 
the haunted mirror uses Morph and gains all of the spells and abilities -a 
your slime has. Its Dazzleflash can be trouble too if successful, 


ROUND l 

MONSTER 

ACTIONS 

NOBLE GA58AGON 

ATTACK, SMOTHERS PARTY MEMBER, FUME 
BREATH 

GASBAGON 

ATTACK, SMOTHERS PARTY MEMBER, SWOOSH 
FLAME BREATH 

NOBLE GASBAGON 

ATTACK, SMOTHERS PARTY MEMBER, FUME 
BREATH 


ROUND 2 

MONSTER 

ACTIONS 


CURESL1ME X2 

j ATTACK, FUUHEAL, DRAIN MAGIC 


ROUND 3 

MONSTER 

ACTIONS 


HAUNTED MIRROR 

ATTACK, FRIZZLE, DAZZLEFUSH, MORPH 





I . Ilti - 





























































































RANK C: 

VETERAN CLASS 

Intry fee: 2000G 

Get your slime leveled up for 
this light, because each round 
poses big threats to its hit 
points. Round 2 can really be difficult if you out-damage your 
opponents. Your slime can eat away at the monsters' health, 
before having it all reversed when the mottle mends lime casts 
Multiheal. The axesaurus' Hatchet Han and Flame Breath can 


RANK At 

mA STCR CLASS 

Entry hr 5000G 

Six enemies and two of them are 
wraithwands in the first round 
make it a grinder of a fight. 

With good hit points and the 
Fullheal spell, your slime should make it through. The second 
round poses a risk with the enemy having Magic Barrier and 
Bounce, unless your slime has some good attacking abilities. 


finish off your fighter quickly if not healed up. 

ROUND 1 


MONSTER 


HELL NINO 

ATTACK, SIZZ, FIRE BREATH 

1 -T- 

CORPSE CORPORAL 

ATTACK, DO NOTHING, SPOOKY AURA, 
TONGUE BASHING 

PORKER 

ATTACK, FLAILS ITS WEAPON ABOUT 
FIERCELY 


ROUND 2 


MONSTER 

ACTIONS 

FREEZING FOG 

ATTACK, CHILLY BREATH, COOL BREATH 

- — 

MOTTLE MiNDSLlME 

ATTACK, DEFEND, ASSESS THE 

SITUATION, MULT1HEAL 

SPLUTTERFLY 

. 

attack, BOOM, MAGIC BARRIER, 

KABUFF 


ROUND 3 

MONSTER 

ACTIONS 

AXESAURUS X2 

[ ATTACK, HATCHET MAN, FLAME BREATH 



RANK B: 

EXPERT CLASS 

Entry Fe-e: 3000G 

Bom boulder can really make 
things difficult by using fterplunk 
and bringing back anyone your 
5 ime has already defeated. Combine this with the scytheborg's 
r :enzy and it is light's out 

for an unprepared slime. The next two rounds can actually 
:-e a breeze after the rough round one, though the monsters 


The pudgedevil can also bring in a cure si ime to make things 
even tougher with its Fullheal. Hake it through that round to face 
one of the toughest non-boss enemies in the game, the demon 
overlord. Bounce negates any spells your slime casts and its 
powerful attacks can be very hazardous. 

Make it through all three rounds and your slime gets to face the 
current Slimopolis champion. Hammer. Fortunately, you get all of 
your HF and HP restored before battle. This fight can come down 
to who has more MR 


BOUND ! 


MONSTER 

. 

SLUGGERSLAUGHT X2 

ATTACK, SULTRY DANCE, FOLLOW SUIT 

WRAITH WAND X2 

ATTACK, KASAP, CHILLY BREATH 

SLUGGERSLAUGHT X2 

ATTACK, SULTRY DANCE, FOLLOW SUIT 

ROUND 2 

MONSTER 

ACTIONS ] 

PUDGEDEVIL 

ATTACK, KABOGM, MAGIC BARRIER, 
FREEZING BLIZZARD, CALLS FOR 

BACKUP {CURESLIME} 

IRON TORTOISE 

ATTACK, SELFLESSNESS, DEFENDING 
CHAMPION, BOUNCE 


ROUND 3 


MONSTER 

ACTIONS 


DEMON OVERLORt 


ATTACK, BOUNCE, FREEZING BLIZZARD, 
KABOOM, KAZING, PYRE O' FIRE 


SLIMOPOLIS CHAMPION 


MONSTER 


HAMMER 

ATTACK, FREEZING BLIZZARD, ABSORB 
MAGIC, FULLHEAL, METAL SLASH 


still have attacks that can do big damage to your slime. 




ROUND I 


MONSTER 

ACTIONS 

SCYTHEBORG 

ATTACK, DO NOTHING, FRENZY 

BOM BOULDER 

ATTACK, DO NOTHING, KERPLUNK 

OVERKILLING 

MACHINE 

ATTACK, FLAILS ITS WEAPON ABOUT 
FIERCELY, SHOOT ARROW, VIOLENT 
SLASHING ATTACK 

BRIMSTONE BULB 

ATTACK, KASAP, SWEET BREATH 


ROUND 2 


MONSTER 

ACTIONS 


CZARGOYLE 

ATTACK, DO NOTHING, FLEE, FRIZZLE 

DRASTIC DRACKAL 

ATTACK, BITES WITH NEEDLE-SHARP 
FANGS, CHILLY BREATH 

CZARGOYLE 

ATTACK, DO NOTHING, FLEE, FRIZZLE 


ROUND 3 




LIVING STATUE 

ATTACK, STOMP, STOMPS ON PARTY 
MEMBER 




RECRUIT GOOBER 

Defeating Hammer gives you 
the ability to get a new slime 
in your party named 
Goober. Talk to 
Hammer 5 master 
and he offers 

to buy your champion, but eventually 
he decides to give you one of his 
rookies. 



















































































THE PATH TO LEARNING THE WAV OF THE DRAGON. THIS ITEM CAN ONLY BE USED ONCE. 


Here ore the prizes for winning each of the eight ranks of the rompetition. 

RANK Hi HERMES' MAT 


EFFECT 

HELMET 

DEFENCE +28, STYLE +8 


DESCRIPTION 

A HARDY HAT THAT CAN FLY LIKE THE WIND If THROWN IN THE AIR. USE IT TO INSTANTLY RETURN TO 

VARIOUS PREVIOUSLY-VISITED LOCATIONS* 

RANK G: 

t $DGED BOOMERANG 


EFFECT 

WEAPON 

ATTACK +25, STYLE +19 


DESCRIPTION 

THIS WINGED WEAPON CAN BE USED TO ATTACK ALL ENEMIES AT ONCE* 



rank Fs poison needle 


EFFECT 

WEAPON 

ATTACK +1, STYLE +1S, CAN POISON ENEMY 


DESCRIPTION 

IF AIMED WELL, THIS VENOMOUS BARB CAN INFLECT A CRITICAL HIT* 



RANK E: SLIME ARMOUi! 


EFFECT 

ARMOUR 

DEFENCE +70, STYLE +30 


DESCRIPTION 

DECENT ARMOUR FOR NCVAW AND YOUR SUME RECRUITS. 


RANK D: ICICLE DIRK 


EFFECT 

WEAPON 

ATTACK +82, STYLE +31 


DESCRIPTION 

LEAVES TRAIL OF ICY BLADES TO FREEZE THE ENEMY WHEN USED DURING BATTLE. 



RANK C: FALCON KNIFE EARRINGS 


EFFECT 

WEAPON 

‘ - - - - 

ATTACK +35, STYLE +32 



DESCRIPTION 

EQUIP THESE EXTRA-EXPEDIENT EARRINGS TO STRIKE TWICE IN A SINGLE TURN. 

RANK B: 

: METAL KING SHIELD 



EFFECT 

SHIELD 

. 

DEFENCE +70, STYLE +40 



DESCRIPTION 

REDUCES DAMAGE FROM MAGIC-, FIRE-, AND ICE-BASED ATTACKS* 




RANK A: DRAGONIC DILIGENCE 


IMPORTANT 

ITEM 


THE HOLDER OF THIS SCROLL CAN LEARN THE DRAGON VOCATION. 




































































Later Sn the game you find this same game in the taverns of Chateau tie Sass, Slimopolis, Turnscote, and Greedmore Valley. The 
games are identical except for Turnscote and Greedmore Valley, which contain an exclusive sixth course. 




Play 




Press O in front of the machine to bring up a game menu. Here you have the following options; 
Play Slippin" Slime, High Scores, Instructions, and Leave, High Scores will show your current best 
scores for each course, instructions tells you how to play the game. Select Leave to quit the game. 



Select Play Slippin' Slime to proceed to the course select. In Somnia 
and Slimopolis, there are five courses. In Turnscote and Greedmore 
Valley, a sixth course becomes available. Choose a course to start 
the game. You get a fly-by view of the entire course before the start. 
To speed up the fly-by sequence, slide the stylus around the bottom 
screen. If you'd rather skip the fly-by entirety, just double-tap the 
bottom screen and you can start the game right away. 



The game is fully controlled with the stylus. To start, place the stylus on the slime when he hops in 
the sling, then use the stylus to drag the sling back. When you're ready, release the stylus and the 
sling will shoot the slime sliding forward. You can aim the slime's start by pulling the sling back to 
the left or right. 



As the slime slips about, you II see a rectangular box over the ice in front of him. Slide the stylus 
back and forth in the left side of the box to tilt the slime left. Slide it in the right side of the box to 
tilt him toward the right, To keep the slime slipping straight ahead, slide the stylus back and forth 
between both sides of the box. If you stop sliding within the box, the slime will gradually come to a 
complete stop. 

















































FINISH UNI 

At the end at mast stages, a finish line marks the 
end of the course. At this point, you are unable to 
control your slime any more. 


TARGET 

In three of the courses a target sits just beyond 
the finish line, The target has numbers of I0 r 20, 
40, 70 and 100-where 100 is the center. To complete these 
stages, you must stop your slime in this target. The number that 
the slime lands on is added to your score. 


TREE 

One course runs through a forest. These trees 
will stop your sltme when hit directly. With 
enough speed, your slime will bounce off the sides. 


This ramp gives your slime a little boost and 
helps him to make a big jump. 


JUMP 


SHIELD FIELD 

H Shield fields make an appearance on the final 
course. These can be cleared by using a magic orb. 



Items 



Various Items are scattered throughout the courses. Items have some effect on your slime, Here is a list of the items that you will 
encounter and how they can be used to dear the stages. 


MEDALS 


9 


Medals add to your score and come in three sizes. Small gives you 3 points, medium gives 10 points and large 


medals count for 50 points. 


SEED OF AGILITY 

Grab this item to speed up your slime. These are necessary to get through some courses with sharp turns or to clear 


the required distance. 


tNGLEWER 

This Item slows your slime down. Avoid this unless a well-placed tangleweb can keep your slime from sliding off 
the edge. 


SHIELD 

K M Use a shield to survive an explosion from a Rockbomb. 

@1 


FORD 


1 


Swords increase your slime s attacking power allowing you to take down monsters in your path. Swords that your 


^ slime finds on the course are small swords. Combine this with another sword to make a stronger medium sword. 
Combine this medium sword with another sword to create the strongest large sword. Swords aren't lost after taking out a monster, 
collecting three will always result in the strongest sword. 

MAGIC ORE 




Magic orbs are used to survive a shield field. These are not lost after the shield field. 



















^75 Monsters 

in some of the courses, monsters try to Keep you from reaching the finish line. Here are the monsters you find, how to deal with 
them, and how much they add to your score when defeated. 



ROCKBOffiB 

Score: 0 

The Rockbomb explodes when 
your slime runs into it. Use a 
shield to survive this explosion. Otherwise, 
it is game over, 

SORCERiR 

Score: l 50 

This guy takes a little more 
attacking power to defeat. Collect 
a couple swords to take him down. 


BANDIT 

Score: 1-30 

Increase your slime s speed to take 
down these little critters, causing 
them to fall down like bowling pins. 

SCQLPTRIC1 

Score: 300 

This guy serves as the boss on 
the final course. Take him down 
with plenty of speed and maximum 
attacking power. 






MINIDEMON 

Score: 30 

$ Minidemons are scattered 
T|3f( throughout the final course. 
Increase your slime's speed and 
attacking power to defeat them. 
They are easily taken care of with a 
small sword. 



The Courses 



Only one course is available the first Lime the party plays the game. As you 
reach target scores for each course, the next course becomes available. The 
following table shows the score that must be achieved to open the next course: 




STARTER'S SUP 

100 

RAGE Of THE ROCKBOMB 

100 

ROWLING FOR BANDITS 

200 

GOOLYMPIC SLIME JUMPING 

300 

CLIFFS IDE CHAOS 

300 

SORCIROR'S SLOPE 

BEAT THE BOSS 




STARTER'S SilP—SIGINNIR'S COURSE 

Targe* Score: 100 

How to Play: Guide the slime to the centre of the target ring for big points. Go for the high score! 

This is a straight-forward course that gets you used to 
controlling your slime. Simply keep your slime going 
straight down the middle. On this course, your slime will 
bounce off the sides. 



Stop controlling your slime a little before the finish line 
so that it coasts onto the target. You will need to land him 
in the 100 to complete the stage and open the second 
course. 





































Watch out for the edges as your slime will fly off the cliff if you get too close* 


Keep your speed manageable. If you get going too fast, it can become impossible 
to land on the target. One or two seeds of agility should get you through the 
course fine* 


You only need 100 points to proceed* so it is possible to complete the stage without 
medals. However, collecting medals along the way can fake the pressure off the finish. 


OIF THE ROCKBOMB—»¥EliTOMiR f S COURSE 

Target Scare: 100 

How to Flay: Carefully cruise the curves to keep from crashing off the cliff. Grab shields to defend against 
rockbomb blasts! 

Start off by aiming your slime toward a big medal or two. There are two shields on 
the course and one rockbomb. It is fairly easy to avoid so don't bother going out c' 
the way for a shield. 


BOWLING FOR BANDITS— DWLER'S COURSE 

Target Score: 200 

How r to Play: Gather seeds of agility to speed up the slime and bowl down the bandits! 


Keep your slime moving forward with some fast stylus movement, and remember 
that you need to have your slime aimed at the finish fine, flit the front bandit on 
the right or left* causing it to hit bandit two and your slime, to hit bandit three, Wiir 
enough speed* this should knock ail ten bandits around and give you the required 
score of 200. 


This is a simple game of bowling—replacing the pins with defenseless monsters, c 
course. Collect as many seeds of agility as possible while trying to stay toward the 
middle of the lane. 


& 3 


SE2Seaafe’ 


•z&nr? 












©©OLYMPIC SLIMS JUMPIN6- OLYMPIAN'S €©Wt$I 

Torget Score: 300 

How to Flay: Steadily slide the stylus back and forth to build momentum for the big jump. Try to keep a 
straight line to the goal I 



Keeping your slime as straight as possible is important, but you also need to 
build your speed with the seeds of agility. Collect the seeds that are closest to 
the middle as you coax your slime forward with the stylus. 



Continue to move your slime straight through the jump to get the most speed. 
Hit the middle of the ramp to get an extra speed boost. Hitting the yellow 
strips on each side of the red gives a smaller boost and missing the ramp wilt 
cause your slime to fall straight down, 





CLIFFSIDE CHAOS— ADVENTURER'S COURSE 

Target Score: 300 

How to Flay: Scope out the slippery slalom beforehand to determine the best descend 



Take advantage of the fly-by to plot the best course. A shield sits on one side 
or the other of the first split, but the rockbomb can easily be avoided. Instead, 
go for the big medals and maximum points. 


A tangieweb may sit at the end of the second split. It can stop your slime quickly if 
you don't get your speed up. Take the route with the most points and work hard to 
reach the next seed of agility if a tangieweb slows you down. 


This section can be tricky if you go in with a lot of speed. It is possible to 
cut the tight turns a little, but be careful to not drop off the side. Sometimes 
this section holds a lot of points, but it may require you to slow your speed 
considerably to get them. Unless there is a seed of agility close, ignore the big 
medals deep in the corners. 


Try to build some speed going into the forest. You can bounce off the sides 
of the trees with enough speed, but a direct hit with a tree will stop your 
slime immediately. Let up as you go through the trees to decrease your speed 
before the target. Keep your stylus to the sides so as noi :o take too much 
speed across the finish line, A tangieweb may sho'A up in between the last 
trees—giving an opportunity to slow down even quicker. 



























SORCEROR'S SLOPE—CHAMPION'S COURSE 

Target Score: Beat the Boss 

How to Flayi Break the barriers with magic orbs and slurp up swords to bash the boss! 


Select the best route around the 
gap to grab more speed and magic 
orbs. You need to get at least 
three orbs for the next section. 


With at least three magic orbs, 
your slime will coast right through 
the three shield fields. Upgrade 
your sword to the maximum 
attacking power to defeat the 
sculptrice boss. Again, 
aim for its middle 
and keep the 
speed up. 


Grab the swords and speed 
through the minidemons to take 
them out, If there are minidemons 
before the first sword, do your 
best to avoid them or you will be 
defeated. 


Grab a magic orb along the way to 
get through the shield field. The 
magic orb is not lost at the shield 
so you can use it at the next shield. 


A sword and some good speed 
are all you need to take out the 
sorcerer that blocks your path. Aim 
for the middle of the monster while 
keeping your speed up. 


SiSS?, 




























Upon reaching Port Haven, your party has access to the Port Haven Casino on the. 
northwest side of town. Just insirte you 11 find the Casino's token vending area on 
the left and the prize exchange on the right. Several slot machines are lined up in 
the middle of the floor and a poker table can. be found further down. 


TOKEN EXCHANGE PRIZE COUNTER 


TOKEN EXCHANGE PRIZE COUNTER 


TOKEN EXCHANGE PRIZE COUNTER 


Port Haven, Turnscote, and Greedmore 
( Ht'x Valley Casinos 


Later on, the party finds two more Casinos—one in Turnscote 
and another in Greed more Valley. These Casinos give access 
to the same amenities as the Port Haven Casino with the 
exception of Greedmore. Valley's "Double or Nothing". The 
following maps show the layout for the three Casinos. 


It 

2REEDM0RE 
VALLEY 
CASINO 


POKER SLOT MACHINES 


WJt 


TURNSCOTE 

CASINO 


























































At the token vending area, you can purchase tokens for 20 Gold each. You will need to do this to get started : 
hopefully you won't need more after this initial purchase. These tokens can be used at the slot machines ar _ 
poker tables to earn more tokens. As your winnings grow, you can exchange these tokens for prizes at the p : 
exchange inside each Casino. 

Listed below are the prizes that can be purchased with your tokens, as well as each item's cost and which Ci= 
they can be found at. 


PUfSNUM 

MAIL 


MAGIC 

WATIR 


COST 


■*: Welcwis to ita zazm area 


20000 


WHICH 

CASINO**} 

PORT HAVEN, TURNSCOTE 

EFFECT 

ARMOUR. DEFENCE +66, STYLE 
+51 

description 

THIS ARMOUR WILL HELP TO 
REDUCE DAMAGE CAUSED BY 
MAGIC. 


WHICH 

CASING**) 

PORT HAVEN 

EFFECT 

ITEM. USE ON A PARTY MEMBER 
DURING A BATTLE TO RECOVER 

10-15 MP OR IN THE FIELD TO 
RECOVER 40-50 MP- 

DESCRIPTION 

RECOVERS A LITTLE Of ONE 

PARTY MEMBER'S MP. 


WHICH 

CASINO**} 

TURNSCOTE, GREEDMORE VALLT" 

EFFECT 

ACCESSORY. DEFENCE +10, STYJ 
+25; IF THE WEARER DIES THE 
BRACER EXPLODES, HEALING T*E 
REST OF THE PARTY. 

DESCRIPTION 

ROUSING WRISTWEAR THAT NU * 
JUST SAVE THE DAY IN TIMES t* 
NEED. 




WHICH 

CASINO**} 


PORT HAVEN, TURNSCOTE 


ARMOUR, DEFENCE +10, STYLE 
+40 


DOESN'T APPEAR TO HAVE ANY 
SPECIAL EFFECTS RUT IT IS A BIG 
ROOST TO style. 


KAMIKAZES 

BRACIR 


WHICH 

CASIMO(S) 


EFFECT 


DESCRIPTION 


PORT HAVEN, GREEDMORE 
VALLEY 


ITEM. RESURRECTS ONE PARTY 
MEMBER, 


A MAGICAL LEAF THAT CAN 
RESURRECT A PARTY MEMBER. 


»RAGON 

MIKLD 


PORT HAVEN, TURNSCOTE 


SHIELD. DEFENCE +30, 
STYLE +2$ 


WHICH 

CASINO**} 

TURNSCOTE, GREEDMORE VALLEY 

EFFECT 

ACCESSORY. DEFENCE +5, STYLE 
+22; MAY BE USED TO RECOVER 20- 
30 MP (ITEM MAY DISINTEGRATE 
AFTER USE} 

DESCRIPTION 

THIS RELIGIOUS RING RECOVERS 
SOME MP WHENEVER IT'S USED. 


FALCON 

BLADE 


WHICH 

CASING**} 

TURNSCOTE, GREEDMORE VALLEY 

EFFECT 

WEAPON. ATTACK +67, STYLE +32 

DESCRIPTION 

EQUIP THIS SUPER-SWIFT SWORD 
TO STRIKE TWICE IN A SINGLE 

TURN. 


WHICH 

CASINO(S) 

PORT HAVEN 

EFFECT 

ACCESSORY. STYLE +10; IF 

THE WEARER DIES THE BRACER 
EXPLODES, INJURING THE ENEMY. 

DESCRIPTION 

ROUSING WRISTWEAR THAT MAY 
JUST SAVE THE DAY IN TIMES OF 

mm 


PRAYER 

RING 


5000 


: SILK 
: TUXEDO 


500 


METAL ICING 
ARMOUR 


150000 


WHICH 

CASINO(S) 

GREEDMORE VALLEY 

EFFECT 

ARMOUR. DEFENCE +115, STT11 
+45 

DESCRIPTION 

REDUCES DAMAGE FROM FIRE- 
AND KE BASED ATTACKS. 

|£| 

~J FLAIL OF 

1 DESTRUCTION 

| 300000 1 

1 

WHICH 

CASINO**} 

GREEDMORE VALLEY 

EFFECT 

WEAPON. ATTACK +125, STYLE 
+26 

DESCRIPTION 

THIS FEARSOME FUR CAN U 

USED TO ATTACK ALL ENEMIES L" 
ONCE. 























































































































Slot Machines 



■ ;m find five slot machines in Port Haven, six in Turnscote, and four in Greedmore Valley, There are four different types of slot 
machines. Some use three symbols across and others use five symbols. The machines accept l, 10 r or 100 tokens. Here are the 
: ur types of machines: 

This machine This machine This machine This machine 

costs] token costs 1 token costs 10 tokens costs 100 

and uses 3 Kj||H and uses S K&g|H nnd uses 5 tokens and uses 

symbols. symbols. symbols. 5 symbols. 



he following table shows the winning 
: sterns for the three-symbol machines: 


The following table shows the winning patterns for the five-symbol machines: 


J f x 1000 

22 IS IE “500 

m & 11200 

C ft % *100 


\ T '% % “50 
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$8 x 10 

i Qt Qi, x200 

*50 

•i & *® 

i.*1 00 

» c* « *20 

s» # s* *5 






Walls up to a slot machine and press the © button to play and press up on the D pad to 
insert a token. In the three-symbol machines, you can insert up to five tokens-giving you an 
opportunity to win five ways. Therefore, with two of the machines at least, you can win five 
times with one play. 

With Hie five-symbol machines, you can insert up to 9, 90 or 900 tokens for each play 
depending on which machine you are playing. The more tokens you enter the more 
opportunities there are to win. With one, 10 or 100 tokens, only the middle row conies into 
play. With three, 30 or 300 tokens you can win on any of the three rows. Tokens above three 
times the minimum bet multiply your winnings. After entering the desired tokens, press the 
O button to make the wheels spin. If you get a winning pattern, you are credited with the 
winnings that equal the number of tokens multiplied by the winning pattern's payout. 

As you place tokens into the machine, the first tokenfs) highlights the middle row, the second 
opens the top row and the third makes the bottom row available. You can continue to bet 
tokens up to nine times. The number of times you insert tokens indicates a payout for each 
row as follows: 



_ 
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are available at all three Casinos, 
to the gentleman behind the counter of the 
poher table to begin a game.. The first task is 
deciding how many tokens you want to gamble 
on the next 
hand. You can 
bet as many as 
i 0 tokens on 
each hand. 


Five cards are dealt out on the table. The object 
is to make a winning poker hand out of the 
cards. There are four suits of cards; Crowns, 
Shields, Slimes, and Swords. Each suit has 14 
different ranks: 2-10, Jack. Queen, King, and 
Ace, Note that an Ace can be used as the lowest 
or highest card when making a Straight hand. 

also 

use joivers as 
any card you 
want in order 
to achieve the 
best hand. 


After the cards are dealt, the cards >:. 
are replaced with new cards. Press •: 
button on a card to switch between I : 

and ft; 
your 
press : 
butt: ~ 



n 


You must end up with one of the hands listed here to win Casino tokens. The computer provides the best possible result. The number of 
tokens you bet is multiplied by the corresponding payout multiplier. 






FLUSH 

PAYOUT MULTIPLIER: x4 
DESCRIPTION: five cords of the some 
full where (he order doesn't mutter. 


JO J Q K A 

ROYAL STRAIGHT 
FLUSH 

PAYOUT MULTIPLIER; *100 
DESCRIPTION: The Royal Straight Flesh 
is o Straight Flush with the five highest 
rank cards—10, Jock, Queer, King, Are, 


If you get a winning hand, you can double your winnings, since the dealer asks if you want to play "Double or s caa 
If you choose to play, a card is turned over with four more lying face down to the right. You must pick a card k - rsi 
four that is higher than the one showing. If it is the same, another set will be drawn. There are 14 values rangr: ~m 
2 to Joker, Joker is the high card with the Ace as the second highest, if you fail to choose a higher card, you :> i s 
your winnings. 

If you choose correctly, you can double your new winnings by taking part in a second round of "Double or Not: r: * 
Yon can continue to increase your winnings as long as you wish. 

This part differs in Greednrore Valley, though. Instead, you are given two cards—one face up and one face dov - 
Choose whether you believe the face down card is either high or low. If you win, you can either take your mor arrc 
run or you can double those winnings by deciding whether or not a new card is higher than the previously flip pc: jsl 
T his is the easier of the two "Double or Nothing ' styles, as you have a much greater chance of making a "luck, 


STRAIGHT 

PAYOUT MULTIPLIER: x2 
DESCRIPTION: Five tends lit successive order, 
swb os 2-6 or &-10, Jtttk, Owen, The s(ralgh1 
cannot run between the King and 2, such as 
King, Ace, 2-4. The sail far (he five cards 
doesn't matter. 


FIVE OF A KIND 

PAYOUT MULTIPLIER: xSO 
DESCRIPTION: Four cards of the some 
rank plus o laker results la a xSO 
multiplier. 


ROYAL SLIME FU» 

PAYOUT MULTIPLIER: x5K 
DESCRIPTION: Get a Roys :-m r <*» 
in the Slime svfl (a receive "w rite- 
passible payout. 


TWO PAIRS 

PAYOUT MULTIPLIER: xl 
DESCRIPTION: Two cards of (he same 
rank is a pair. Get (wa separate pairs (a 
recover your bet. 


THREE OF A KIND 

PAYOUT MULTIPLIER: xl 
DESCRIPTION: Three cards of the 
same rank recovers your bet. 


FULL HOUSE 

PAYOUT MULTIPLIER: o 
DESCRIPTION; Combine: 're* r m 
wl(h a pair to ge( the ti - 


FOUR OF A KIND 

PAYOUT MULTIPLIER: xJG 
DESCRIPTION: Four cards of (lie same 
rank multiplies your bet by 10. 


mm- 

—3 


* 

STRAIGHT FLUSH 

PAYOUT MULTIPLIER; x20 
DESCRIPTION: A straight of five 
cards with (he same suit, except for 
the highest five ranks. 
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Zoom to WeJIshire and board 
the Providence that is docked 
to the east. Sail along the 
shore to the south until you 
reach the southwest section 
of the continent. Submerge 
and Jook for a narrow 
channel. Follow this channel 
up to an opening and float 
up to the surface. Disembark 
to find Chateau de Sass, Mr 
Sass' shrine to style, 



Inside there is a priest to the 
right who offers Divination, 
Resurrection, and Purification. 
In the northeast corner is 
a bar with a SJ ippin r Slime 
machine nearby—take note of 
the king stime there. 


The emcee gives each 
contestant a turn at showing 
off for the judges. After the 
other four contestants have 
strutted their stuff on the 
catwalk, it is your turn. At 
this time, you can talk to 
each contestant—though this doesn't really get you anything 
besides their names and maybe a short comment. Walk down 
the walkway, where your contestant receives a comment at 
each spotlight. Return to your original position and then the 
judges discuss and decide on a winner. 

At this time, the emcee announces who the winner is and gives 
out the prize. The judges give some critiques and the show 

is concluded. Head back 
downstairs if you want to 
continue to the next level of 
competition. 




How to Compete 5p) How to Win -P) 



Take the stairs down to 
Seymour's Underground 
Theatre and talk to the man 
at the counter. He asks if you 
want to compete in the next 
level of the contest. He informs 
you which level is up next and 
who can compete; men only, 
ladies only, monsters only, or 
anyone. If you have somebody 
who can enter say yes and 
head back to the left dressing 
room to prepare. 



. any last minute adjustments and then talk to the 
nation chap at the door. He gives you a chance to select 
dll compete, then he leads your contestant backstage, 
you must get in line with the others, 


The judges give you a score 
that is calculated by adding 
the contestant's current Style 
attribute to an equipment 
bonus, if there is one—more 
about the bonus later. Check 
the weapon and armour 
sections in this guide to find out how many points each piece of 
equipment adds to your style. If your score beats the required 
score, then you win that level. You can then return to compete 
in the next level. There are eight levels in ail with different 
conditions for entry. The following table shows each level, the 
requirement for entry, and the score needed to win. 



SCORE TO BEAT 


LEVEL 

WHO CAN ENTER 


1 

ANYONE 

180 

2 

MEN ONLY 

200 

3 

ANYONE 

220 

4 

LADIES ONLY 

250 

5 

MEN ONLY 

280 

b 

ANYONE 

310 

7 

MONSTERS ONLY 

260 

8 

ANYONE 

360 













































































There are three ways to increase a character's style attribute without changing the equipment; a pattycake 
in Turnscote, eating a pretty betsy, and changing vocations. 


style. These items are also dropped by hell ni 


Keep an eye out for pretty betsys around the world. Any party member can eat these to increase 
darkerawlers, and bloody hands. Use these items on the characters you plan to use in the contest, though they aren't required to win 


four vocations Increase a character's style attribute, Changing the vocation of the charactei 
a quick boost to style. The following table lists these four vocations and how much style is 
vocations will decrease style by 20%. This percentage effects the character's base style 
attribute and when a vocation is dropped the style change is reset. 

^7 Mastering the luminary vocation gives an extra +15 to style as a luminary. 


VOCATION 

INCREASE IN STVl 
ATTRIBUTE 

GADABOUT 

5% 

DANCER 

10% 

HEfiO 

10% 

luminary 

15% 



■■EH 





BOXER SHORTS 

POT LID 

- 

- 

36 


SILK TUXEDO 

_ 

- 

BOWTIE 

£5 


SHIMMERING DRESS 

_ 

SILVER TIARA 

GLASS SLIPPERS 

4C 


SHIMMERING DRESS 

_ 

SILVER TIARA 

PINK PEARL 

6# 

THORN WHIP 


- 

- 

FISHNET STOCKINGS 

25 

SPIKED STEEL WHIP 



- 

FISHNET STOCKINGS 

St 

IIIMAS FAN 

DANCER'S COSTUME 

_ 

- 

- 

35 

<;ni AR FAN 

DANCER'S COSTUME 


- 

* 

45 

MIDACIF 

SACRED ARMOR 

_ 

.. 

- 

40 


BUNNY SUIT 

SILVER PLATTER 

BUNNY EARS 

FISHNET STOCKINGS 

50 


BUNNY SUIT 


BUNNY EARS 

FISHNET STOCKINGS 

30 

rip AfiflNSRANE 

DRAGON MAIL 

DRAGON SHIELD 

- 

- 

15 

yi\r1vU™JUHM fit 

PI ATIN11M ^WORD 

PLATINUM MAIL 

PLATINUM SHIELD 

PLATINUM HEADGEAR 

- 

50 

rLAI IHyM JlfUHU 

METAL KING 
SWORD 

METAL KING ARMOUR 

METAL KING SHIELD 

METAL KING HEADGEAR 

- 

30 

SIRFM SWORD 

FLOWING DRESS 

_ 

- 

* 

15 

jriii.cn jttuiw 

W17&BI1IY WHIP 

MAGICAL SKIRT 


- 

- 

20 

w i jl h v\ ui*. i vt nir 

MAGICAL SKIRT 


- 

FISHNET STOCKINGS 

30 

ZQMBIESBANE 
SWORD OF RAM1AS 
HEIA'S HAMMER 

ENCHANTED ARMOUR 

_ 

- 

- 

3C 

Lll^l I tw Ftmiivwn 

AQMOIIR OF ORGO 

SHIELD OF VALOR A 

HELMET OF SEBATB 


15 

Mnifiuun Ur VIWV 

HEU'S ARMOUR 



- 

10 

WAPHiMMfR 


* 

IRON MASK 

- 

-li- 

Vlf H n MITl JTIC n 

FIRE BLADE 

FLAME ARMOUR 

FLAME SHIELD 

- 

- 


SLIME ARMOR 


, 

SLIME HELMET 

- 

10 

FLAME TANG 
BOOMERANG 

FLAME ARMOUR 

■ 

- 

- 

20 


PRINCESS ROBE 

- 

GOLDEN TIARA 

- 

50 

— 

SILVER CUIRASS 


SILVER TIARA 

- 

25 

—- 

CLOAK OF EVASION 

_ 

- 

AGILITY RING 

20 

STEEL FANGS 

FUR CAPE 

_ 


- 

10 


MIRROR ARMOUR 

SILVER SHIELD 

- 

“ 



TORTOISE SHELL 


POINTY HAT 

- 

- 20 


GLOM BOLERO 

„ 

HAPPY HAT 

- 

60 


G1GANT ARMOUR 

OGRE SHIELD 

- 

- 

15 

ttmnCPHftlT Rl AHF 


TEMPEST SHIELD 

- 

- 

35 

MJNUCKtiULI uLMUC 

MORNING STAR 

- 

MAGIC SHIELD 

- 

- 

10 
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Another way to increase your style is to visit the rash Ion 
Forge, it can be found at two locations; down a well in the real 



world on the small southern 
continent and just north of 
the western bar in Turnscote. 
Talk to the guy behind the 
counter to have an item's 
style attribute improved. 

This only works for the 
items in the following tables, 
have your hero's legendary 
equipment worked on to aiso 
Increase the attack/defence. 





SAPONS 


■■HI 


m —-j-1 

WIZARD!.Y WHIP 

45 

70 

. _ _ _ 

SWORD OF 

RAM IAS (X21 

32 

70 

34000 

FLAIL OF 
DESTRUCTION 

26 

68 

10000 

SOLAR FAN 

49 

67 

16000 

SUNDER&OLT BLADE 

40 

65 

12000 

GREAT BOW 

25 

65 

20000 

ZOMBIESBANE 

5 

62 

3200 

DEMON SPEAR 

19 

61 

3200 

FALCON BLADE 

32 

60 

4800 

DRAGQNSBANE 

35 

55 

2000 

FLAMETANG 

BOOMERANG 

25 

52 

2000 

MIRACLE SWORD 

38 

51 

1600 

WAR HAMMER 

19 

50 

1000 

GRACOS'S TRIDENT 

-10 

40 

3200 

FIRE BLADE 

33 

36 

8000 

SAW BLADE 

-2 

33 

800 


ARMOUR 


ITEM 

ORIGINAL | 
STYLE 

FORGED 

STUE 

COST 

ARMOUR OF ORGO 

32 

80 

20000 

GIGANT ARMOUR 

15 

77 

20000 

DRAGON MALL 

37 

72 

2000 

:f LVER MAIL 

40 

70 

4000 

ARMOUR OF MAX 
WYNNE 

17 

66 

10000 

MAGIC ARMOUR 

38_ 

61 

2000 

=LAME ARMOUR 

33 

55 

16000 

-EAVY ARMOUR 

-30 

43 

1200 

: ULL PLATE 

ARMOUR 

1- - 

27 

« 

800 



SHIELDS 


HELMETS 






ITEM 

STYLE 

STYLE 

COST 


GREAT HELM 

30 

47 

20000 

HELM OF SEBATH 

24 

45 

16000 

HELMET OF MAX 
WYNNE 

15 

i - - 

40 

10000 

IRON MASK 

-10 

35 

1200 

IRON HELMET 

15 

26 

400 



Here are. sample setups to win all levels of the contest: 

MEN ONLY 

Required store to win men only levels: 280 


Character: Hero 


EQUIPMENT 


SWORD OF R A MIAS W/2 UPGRADES 

70 

ARMOUR OF ORGO W /UPGRADE 

80 

SHIELD OF VALORA 

35 

HELMET OF SE8ATH W/UPGRADE 

45 

TURNSCOTE PENDANT 

45 

EQUIPMENT BONUS (ALL LEGENDARY EQUIPMENT! 

15 

TOTAL 

290 




Notes; With all four pieces of Ihe 
legendary equipment, Hero easily 
tops the required score. It is passible 
by taking him through the luminary 
vocation to win the entire contest. 
























































































































N|| LADIES ©ULY 

Required score to win ladies only levels: 250 
Required score to win it oil: 360 

Hilly and Ashlynn have basically the same available equipment, except 
that Ashlynn can use the wizardly whip. Once upgraded at the Fashion 
Forge, it adds -70 to style. Until their later levels. Hilly has a slight edge 
in the base style attribute. The following are sample setups for both 
female members of your party. 


WIZARDLY WHIP W/UPGRADE 


PRINCESS'S ROBE 


MAGIC SHIELD W/UPGRADE 


GOLDEN TIARA 


GLASS SLIPPERS 


EQUIPMENT BONOS {PRINCESS'S ROBE + GOLDEN TIARA) 


TOTAL 


Roles: If you have colled ed at inr 
mini medals, the robust lingerie: ■ - 
100 style polnis. With a couple ;K 
changes, this can m crease Mill* : s a 


Required score to win monsters only level: 260 


PLftTINUM HEADGIAR 


Character: Sfflly 


Character: AshJytin 


Character: Coo wain 


MIRACLE SWORD W/UPGRADE 

51 

SHIMMERING DRESS 

61 

metal kTng SHIELD 

40 

SILVER TIARA 

25 

PINK PEARL 

40 

EQUIPMENT BONUS {SHIMMERING DRESS, SILVER TIARA, PINK PEARL} 

60 

TOTAL 

277 


M englh 

SU 

: 

tel 

'tsiibiKt 





sw 

Ht'iKl: 

ESI 


. 





























































Here ore the prizes for winning each of the eight levels of the contest. 

LEVEL 1: SILVER PLATTER 










EFFECT 

SHIELD 

DEFENCE +18, STYLE +23 

DESCRIPTION 

BASK SHIELD THAT OFFERS A BEST-DR ESS ED CONTEST BONUS WHEN COMBINED WITH THE 
BUNNY SUIT, BUNNY EARS, AND FISHNET STOCKINGS. 


LEVEL 2: TRAILBLAZING BANDANA 


EFFECT 

ACCESSORY 

DEFENCE +5, STYLE +28 

DESCRIPTION 

AN UNDERSTATED SKULL WRAP FOR FERVENT FANS OF FASHION. IT HAS DECENT STYLE FOR 
AN ACCESSORY, BUT THERE IS BETTER. 

LEVEL 3: 

: PLUSH RUG 

EFFECT 

IMPORTANT 

ITEM 

USE THIS ITEM WHEN THE TIME IS RIGHT. 

DESCRIPTION 

A BEAUTIFULLY-EMBROIDERED FLOOR CARPET. 


LEVEL 4: GLASS SLIPPERS 


EFFECT 

accessory 

AGILITY -20, STYLE +45 

description 

THIS FABULOUS FOOTWEAR ESCHEWS FLEXIBILITY FOR FASHION. THIS ACCESSORY ADDS 
GREAT STYLE, BUT YOU WOULDN'T WANT TO WEAR IT INTO BATTLE. 


LEVEL 5: PLATINUM HEADGEAR 


EFFECT 

HELMET 

DEFENCE +38, STYLE +42 

description 

BASIC HELMET THAT BECOMES VERY USEFUL IN LEVEL 7 OF THE CONTEST. 

LEVEL 6: 

: 

EFFECT 

ARMOUR 

DEFENCE+55, STYLE+61 

DESCRIPTION 

THIS DIAPHANOUS DRESS MAY REFLECT MAGIC BACK AT THE CASTER. DECENT ARMOUR 

FOR THE LADIES IN BATTLE, BUT MUCH BETTER ON THE CATWALK. 


LEVEL 7: SAGE'S STONE 


EFFECT 

ITEM 

HEALS ALL PARTY MEMBERS WHEN USED IN BATTLE. 

DESCRIPTION 

THIS ROCK RESTORES SOME OF EACH PARTY MEMBER'S HP IN BATTLE AND IT CAM BE USED 
OVER AND OVER IN BATTLE. 

LEVEL 8: 

: HAPPY HAT 

EFFECT 

HELMET 

DEFENCE+35, STYLE 17 

DESCRIPTION 

RECOVERS SOME OF THE WEARER'S MP WITH EACH AND EVERY STEP. GREAT HELMET FOR 

CASTERS AND HEALERS. BE SURE NOT TO WEAR IT IN THE CONTEST EVEN IF YOU COMRINC 

IT WITH THE GLOMBOLERO. THE BONUS ISN'T WORTH THE NEGATIVE STYLE POINTS. 


7 




























































STAFF OF DIVINE WRATH 


25 

RAGING RUBY 

30 

PLATINUM SWORE) 

40 

MIRACLE SWORD 

50 

SANDS OP TIME 

60 

SACRED ARMOUR 

7® 

METAL KING HELM 

SO 

GLOMBOLERO 

90 

DR AGONIC DILIGENCE 

100 

ROBUST LINGERIE 


As you progress through the game, you should be on the lookout for mini medals. 
Search for them inside drawers, chests, clay jars, and even on the ground. After 
completing Isle o' Smites, you gain access to Medford's Manor. King Medford Medallfor 
lives northwest of haggieton, where a btg hole in the ground used to be. You can 
exchange the mini medals with him for rewards. There are 106 total medals to find in 
the game including Lhe bonus dungeon. 


Refer to the following images and descriptions to find and collect enough mini medals to obtain all of Ring Medford Medallion's rewar:- 



Guard past north of Howsworth; 
In the right room. 


How s worth: North west building, 
inside <r pot 


Newcastle: First floor of the 
kitchen, inside o pot. 


Newcastle: West of the costfe 
of ter getting the magic key. 


Oearvole (Real World): 
Southwest bouse, inside a 
dresser. 


Well shire: Dresser inside well. 


Gcrrdshctne Tower: On the third 
floor at the bgic puzzle, enter 
the right door To find a mini 
medal m a dresser. 


Samnia Castle: Pot inside 
northwest kitchen. 


Scrimsley: House north of the 
item shop, inside a dresser. 


Well north of Castle Swans tone: 
inside a dresser. 


Castle Swonstone: Room 
southwest of the throne, inside 
qn ormoire* 


Cosite Swonstone: Roam above 
the throne room, inside a dresser. 


iegeisplre: Northwest 
of the second floor, inside 




Clearvale (Dream World): 

n 


Northeast house in Matt's room. 

jjFrB] 

Inside a dresser—return to get it 
after receiving the flying bed. 



House south of Ailtrades Abbey 
{Dream World): Inside a barrel 

1 Shrine north of Tumscote: 

I Lying on the ground next to □ 

E gravestone. 


Dullerton: Next to the west 
cabin, inside o barrel. 


16 

J 

1 Aridetr: Northwest house. 

17 

S!5i!p| 

| Mobile island: Behind the bar in 
]lhe left barrel. 

n 


i !&* 

1 Small island west of Aridea: 
j Inside building. 

19 


jCove far to south: Lying on ihe 
j ground m front of the middle 


Hallowed Hollow: West of the 
second test, inside a chest. 


I Pescado: In the fish shop, behind 
I the counter, inside a barrel. 


Well item shop: Sail south from 
Port Haven and duck under the 
bridge. Follow the river jo o well 
Search the ground to the right of 
the Item shop. 


Clearvale (Dream World): 
Southwest house, inside o 
dresser. 


ISammo (Real World): Northwest 
I house, inside o pot. 


I Amor: Southwest home, in a 
I dresser. 


Scrimsley: Lying in a hale ii 
of ihe church. 


I North of Wayfarers Pass: 

I Northern house, inside a dresser. 


i Cave to Aridca: Take the path to 
| the south to find a chest. 














































































































































Fetonio Castle: Northwest corner 
of the ensile, on the flour above 
Queen mother's room, look 
Inside the barrel 


Castle Grate skull: Return to the 
castle and use golden pickaxe 
on the secret staircase, open the 
middle chest for a medal. 


Clouds gate Citadel: Hidden 
behind the king's throne. 


Pillar of Pegasus: Northwest 
room on the first floor—acte 
from the stairs above. 


right ledge on tire Third floor to 
access o hidden treasure room™ 
look inside the right chest. 


Undersea Treasure Chamber: 
Defeat the guards positioned to 
the left to access the chest. 


4s ES 

Underwater inn: loom 1o the 
Fashion Forge artd board the 
Providence. Submerge to find the 
inn and search inside. 

w u 

Sunken Ship: Main deck, Inside 
the right barrel 

47 ||p 

Mobile island: Take the stairs to 
the right of the bar and use the 
ultimate key 1o access a chest. 

48 Pjtfe 

Somnia Castle (Dream World}; 

Take ihe right stairs from the 
first floor and use the ultimate 
key to access a chest. 

«n 

So mnia Castle (Real World): Take 
the right stairs from ihe first 
floor and use the ultimate key to 
access a chest. 

"b3 

Port Haven: Take the southern 
stairs and use the ultimate key 
on the right gate to access a 
chest. 

1 KB 

How castle: Northeast room on 
the first flaor, use the ultimate 
key ta access a chest. 


Aik boll: lake the southeast 
stairs from the roof and use the 
ultimate key on the left gate to 
access a pat. 

53 [p 

Underwater cove northwest of 
Sunken Ship; Next 1o cm old man. 

54 Ri ■ 

Underwriter Tunnel: Inside the 
northern chest. 

S5 (lg 

Slimopolis: Northwest corner of 
the main floor, inside a dresser. 

56 ifj 

Slimopolis: In the slimes only 
area inside Hammer's house, 
check hath pals in the northeast 
corner. 

51 

Bllmapolis: In the slimes only 
area inside Hammer's house, 
check both pots In the northeast 
comer. 

“ b| 

Chateau de Bass: Lower level, 
in the northeast corner, inside 
□ dresser. 

" ||^ 

Poseidon's Palace; Side room to 
right af Poseidon's throne, use 
the ultimate key to access—the 
party will take damage unless 
you have the Safe Passage spell. 

60 3h#* 

Poseidon's Palace: Bedroom to 
the left of the throne, inside a 
dresser. 

41 Kj 

Seabed Shrine: West side of the 
first floor. Inside a chest. 

62 |H 

Seabed Shrine: After pressing 
the first switch and lowering the 
water, enter the room and find 
the medal lying on ground fa the 
northeast corner. 

63 ; . 

mm 

Sorccria: Eastern building, 
upstairs, inside a pot. 

wwm 

Sorceria: Middle of town, below 
the armour shop, inside a barrel 

«in 

West continent: inter the inn an 
the southwest side and check the 
barrel In the northwest corner. 

•jjyi 

Mr. Snowhere: Basement of the 
northeast house, inside a dresser. 


, 67 


Iverfcost Grotto: Eastern area of 
ihe lower level, inside a chest. 

68 


Turnscote: Northwest corner of 
town, inside an armoire. 

69 

i r 

1 Jllr^ 

Turn scare: Use the west side 
entrance ta the fear to get to 
the barrel. 

70 

Igl 

] Cryptic Catacombs: From the 
] beginning; go north, east, and 
| south to find chest. 

71 


1 Cryptic Catacombs: East side of 
llhe second floor, inside a chest. 

77 


1 Cryptic Catacombs: Southeast 
| side of the third floor, inside 
| a chest. 

73 


House south of mountain pass 
(Real World): Inside a dresser. 

74 

■M& 

Mountain Pass (Rea! World): 

Drop off the cliff with the 
gravestones to access a chest 
from above. 

75 

l||P^ 

Mountain Pass (Real World): 

Drop off the for right cliff and 
enter ihe cave to find a chest. 

76 


Weaver's Peak (real world): 

West of Mayor Spindell's house, 
inside a pat. 

77 


Felon la; Northwest corner, 
next ta water, northeast af the 
tavern. 

78 


Fe Ionia: Enter a well la find the 
; Gendina gang's hideout, then 
check the barrel an the left far 
a medal. 

79 

Fid Ionia: Basement of Gnndino 
house, inside a barrel. 


Reapers Peak: Inside the hero's 
old house in the northwest 
corner. 


Fung eon part 2: in the damp cave 
level search the eastern side to 
find the medal lying next to o 
skeleton. 


m 

^ Undersea Treasure Chamber: 

$ Defeat the guards positioned to 

I the right to access the chest. 

P Desporiu: Right room of the Inn, 

£* inside a pot. 

1 Lotus Lagoon: From the northeast 
^ corner of the lagoort, walk 
' southwest to find a set pf 
■ : j stairs — the mini medal sits just 
j| inside. 

Desparia: After returning with 
the tools, find the medal lying ott 
the ground in front of the middle 
grave. 

|p Greed mors Valley: Lying in the 
■ garden on the northwest side 
of town. 

1 Gallows Moor: Gallows giant 

H drops a mini medal after the 
| fight. 

j Gallows Moor: After using the 
key ta escape the cell, go down 
the north stairs and search the 
left pot for a medal. 

Gallows Moor: iust inside the 
entrance to the bar, In a barrel. 

Gallows Moor: Once outside the 
prison, use the northwest stairs 
to access a treasure room—the 
medal is inside the left chest. 

| 

Gallows Maori Once outside the 
.. prison, climb up the northeast 
■ guard tower and search the roof 
^ for the medal. 

Prison of Sorrow; Selleau drops a 
mini medal after the fight. 

1 Mortain oi 's Dreadlair: Once 
a inside the lair, take the firs! 
n stairs down to find a chest. 

| Mortamor's Dreadlair: Make 

3 your way through the foggy floor 
to three chests. The medal is 
inside the left chest. 

Fuegeon: On the first level, inside 
the east chest. 

Reaper's Peak: West of ihe 
hero's aid house. Inside a pat. 

Reapers Peak: Inside the hero's 
old house In the northwest 
corner. 

fungeon part 2: In the damp cove 
level, search the eastern side to 
find the medal lying next to o 
skeleton. 















































































































































































EXP/GOLD 

Experience c 
Gold reward 
for defeating 
monster. 


STATS: This includes 
maximum HP and MP, 
Attack, Defence, and 
Agility attributes. If a 
monster has Inf listed 
for MR, then it never 
runs out of MR. 


LOCATIONS:-*- 

Some areas 
that you 
can find the 
monster. 


ACTIONS: Actions that 
this monster may take. 


NUMBER AND NAME 
OF MONSTER, 


Sp ACTIONS: attack, grab 
jp ITEM DROP: ch imaera wing (2,0) 

LOCATIONS: Dream World: the Underkeep 


ITEM/KTEM DROP CHANCE: The item that is dropped by or stolen from the monster. Next to the 
item (in parentheses) is the chance of that item being dropped. This is shown with a number that 
can range from 1 for the smallest chance for drop to 4 for 100% chance of drop. 


Common Monsters 


ACTIONS: attack raB_s_ EBj_ EwEl i 1 

ITEM DROP: medicinal herb (2.0) IBB 0 I I frM 5 I i SM 2 

LOCATIONS: Dream World: Weaver's Peak area (center & south), Haggleton area, mountain path, Somnia Castle area 
(center) 


ACTIONS: attack ijiK 6 EBB 9 L_ 2 I 

ITEM DROP: medicinal herb (3.0) It™ 0 I E « l 6 I IM I l 

LOCATIONS: Dream World: Weaver's Peak area (center & south), mountain path, Haggleton area, small cottage east of 
Weaver's Peak area (west) 


ACTIONS: attack, Sultry Dance |! S| 7 |S|H n gggWg 5 EBfa 3 

ITEM DROP: medicinal herb (3.0) 1 W Q ~ E3ZEZ 4 — 

LOCATIONS: Dream World: Weaver's Peak area (center), mountain path, small cottage east of Weaver's Peak area 
(west) 


Deadly dodo 


Mottle slime 


GOLD 


Feralball 


Scare root 


GOLD 



ATT 

11 


DEf 

7 


ATT 

54 


DEF 

45 








































































































ACTIONS: attack I gT 7 13 4 

ITEM DROP: medicinal herb (3.0) Ul 0 I BUI l \ Mi * I 

LOCATIONS: Dream World: Weaver's Peak area (south), Haggleton area, mountain path, Gardsbane 
Tower, Somnia Castle area [center] 


ACTIONS: attack, Defend & FfflBTjs |BEM| 8 ESjl 6 I 

ITEM DROP: medicinal herb (3.5) KaH 0 I Mi 10 I 7 

LOCATIONS: Dream World: mountain path, Gardsbane Tower, underwater tunnel, Real World: Wellshire 
area, Somnia Castle area (northwest) 


ACTIONS: attack, Tongue lashing 

ITEM DROP: holy water (2,0) E 

LOCATIONS: Dream World: Weaver's Peak 
underwater tunnel 


area (south), Haggleton area, Somnia Castle area (center), 


ACTIONS: attack, medicinal herb 9 ^SH i 19 CE M 5 

ITEM DROP: medicinal herb (3.5) t-' . wJl t . -, ' . 41! t, —2—! 

LOCATIONS: Dream World: Weaver's Peak area (south), Haggleton area, Somnia Castle area (center) 
Alltrades Abbey area, Aridea area 


ACTIONS: attack Bag m jjEM_i4_ BSJL_L_ 9 

ITEM DROP: pretty betsy (0.5) iM 0 I Mi 12 I MB 7 

LOCATIONS: Dreom World: Haggleton area, Somnia Castle area (center & south), underwater tunnel, 
the Underkeep area [west) 


ACTIONS: attack, Flee, Sap |Tn3H| 16 |^^M__6_ 

ITEM DROP: medicinal herb [2.5] 1 L— - 1 1 4 J ! -- — 

LOCATIONS: Dream World: Gardsbane Tower, Real World: Wellshire area, Somnia Castle area 
[northwest] 


Ghastropod 


Batatouille 


GOLD 


GOLD 


Ornery onion 


GOLD 


GOLD 


Stumfkin 


GOLD 


HP 

MM 

JY1P 



AGI 

6 

EXP 

12 


HP 

16 


MP 

3 



HP 


MP 



AGI 


EXP 



ATT 

12 

DEE 

12 


AH 

16 


DEE 

14 




AGt 

5 


EXP j 

7 



291 

































































































































Leery lout 



ACTIONS; attack, Defend 
ITEM DROP: leather shield (2.0) 


HP 

11 

MP 

0 



is 


36 



AGI 

6 


EXP 

14 


13 


LOCATIONS: Dream World; Haggleton area, Somnia Castle area [center & south), Real World; Wellshire area 


11 Haardvark 



I 14 I 20 Kps 7 

o fftm is iffl jprir" 


14 


ACTIONS: attack; Muster Strength 

ITEM DROP: medicinal herb [2.5) 

LOCATIONS; Dream World: Somnia Castle area (south], Gardsbone Tower, underwater tunnel area [center), Real 
World: mountain path 


CUMAULUS 


HP 

15 


ATT 

21 

MP 

3 


DEF 

18 


AGI 

8 

12 | 

EXP 

15 



ACTIONS: attack, Frizz 

ITEM DROP: holy water (2.0) 

LOCATIONS: Dream World; Gardsbone Tower, underwater tunnel area [center), northern cave, Alltrades Abbey area, 
underwater tunnel, Real World: Port Haven area [north) 


Barksman 



HP 

17 


ATT 

24 

MP 

0 


DEF 

19 



16 


r-—- 

Hi^ili l 14 


ACTIONS: attack, shoot arrow 
ITEM DROP: leather hat (2.5) 

LOCATIONS: Dream World: Gardsbone Tower, underwater tunnel area [center), Alltrades Abbey area, the Underkeep 
area [north] 


Bubble slime 


ACTIONS: attack, Poison Attack 
ITEM DROP: antidotal herb [3.5) 



15 



28 


12 




19 


LOCATIONS: Dream World: underwater tunnel area (center), Alltrades Abbey area, underwater tunnel, Real World: 
Port Haven area (north), Lucid Grotto, Turnscote area 



Slime 


, : ) 


!J W 9 n~ 1S B 4 

| 0~ 13~ 1 5 


ACTIONS: attack 
ITEM DROP: medicinal herb (3.0) 

LOCATIONS: Real World: Wellshire area, Port Haven area (north), Lucid Grotto, Somnia Castle area (northwest) 























































































































ACTIONS: attack, calls for backup EEBT^OS - 

(sfime), 8 fuse together to form king slime flffil q If ff j p IgM 

ITEM DROP: slime armour (1.5) 

LOCATIONS: Dream World: Sllmopolis area (center), Real World: Felon to area 
Weaver's Peak area (center) 


ACTIONS: attack, Defend t ffl j fed is i2~ ii~ 

ITEM DROP: chimaera wing (2,5) 0 24 B5B is 

LOCATIONS: Dreom World: underwater tunnel area (center), Alltrades Abbey area, the Underkeep area 
(north) 


Special Slime 


Crested loon 


GOLD 


AGI 

12 

EXP 

18 


AGI 

86 

EXP 

28 


HP 

120 

MP 

0 


ATT 

105 

DEF'll 

72 


AH 

28 

DEF 

24 


HP 

18 

MP 

0 



ACTIONS: attack, Snooze, medicinal 


ITEM DROP: cypress stick (2.0) 

LOCATIONS: Dream World: underwater tunnel area (center), Alltrades Abbey area, the Underkeep area 
[north], Aridea area, Real World: Weaver's Peak area (center) 


ACTIONS: attack, Crack IHJMj l 20 Em B 2 ~ Bfljjj f 1S IfSffii 21 

ITEM DROP: cypress stick (2.0) K5H 3 R!1B 72 pfW 22 

LOCATIONS: Dream World: Amor area (south), northern cave, Real World: Port Haven area (north), 
Lucid Grotto, Turnscote area 


ACTIONS: attack, Sweet Breath 22 BffgH__29 

ITEM DROP: medicinal herb (2.5) ISHI 0 HH 22 
LOCATIONS: Dream World: Alltrades Abbey area, underwater tunnel, Aridea area 


ACTIONS: attack, Defend 

ITEM DROP: scale shield (2.0) 

LOCATIONS: Dream World; Amor area (southj Pec 
Grotto, Turnscote area 


Budding sorceror 


GOLD 


Gorlin pixie 


GOLD 


Mad mollusk 


GOLD 


An 

35 

DEF 

48 


HP 

20 

MP 

0 


AGI 

12 

EXP 

IS 


HP 

20 

MP 

3 


AGI 

15 

EXP 

22 


ATT 

27 

.defH 

22 


HP 

22 

HAP 

3 


ATT 

j 29 

DEF 

20 


AGI 

14 

| fSTffl is 

EXP 

25 



m 

I 

22 


AH 

! 29 

Ml 

j 

0 


OEf 

22 








































































































































I SHE-SLIME 


ACTIONS: attack 
ITEM DROP: holy water (2.5) 

LOCATIONS: Real World: Somnia Castle area [center), Amor area, Castle Swanstone area (north) 


HP 

12 

IE 

TT 

24 

[ 

Mpyi 

0 

1E 

>EF 

20 

L 


AGI 

8 

EXP 

10 





Babygoyle 


ACTIONS: attack, Sizz 
ITEM DROP: bamboo spear (2.0) 


HP 

25 

i 

NIP 

8 

t 


ATT 

34 


m 

33 



H P 16 

m 


10 


LOCATIONS: Dream World: northern cave, Real World: Port Haven area (south & north), Lucid Grotto, Somnia Castle 
area (center) 


Slime knight 


35 


30 


ACTIONS: attack, flails weapon about, Heal 
ITEM DROP: copper sword (2,0) 

LOCATIONS: Dream World: Amor area (south), northern cave, Real World: Lucid Grotto 


HP 

28 


MpH 

6 




AGI 

T2 


IXP j 

27 


Ruffled goon 



27 


28 


31 


18 


ACTIONS: attack, Kasap 
ITEM DROP: medicinal herb (2.5) 

LOCATIONS: Dream World: Amor area (south), northern cave, Real World: Port Haven area (south), Lucid Grotto 



16 


AGI 

7 

EXP 

22 



Mud mannequin 


ACTIONS: attack, Weird Dance 
ITEM DROP: magic water (1,5) 


HP 

32 

MP 

0 



26 


23 



AGI 

4 


EXP 

25 


14 


LOCATIONS: Dream World: northern cave, Real World: Port Haven area (south), Lucid Grotto, Amor area, Moonmirror 
Tower, Hallowed Hollow 


Silencing ram 



ATT 

50 


DEF 

37 



12 

33 


15 


ACTIONS: attack, Fizzle 
ITEM DROP: iron claw (1.5) 

LOCATIONS: Dream World: northern cave, the Underkeep, Real World: Somnia Castle area [center), Amor area, 
Moon mi rror Tower 
























































































































ACTIONS: attack, paralyse attack 32~ ^^B~38^ JRPfi || 

ITEM DROP: antidotal herb (2.0] Ml 0 Ml 35 HM 26 

LOCATIONS: Real World: Port Haven area (south),, Lucid Grotto, Somnia Castle area 
area, Moon mirror Tower 


ACTIONS: attack, Leg Sweep | 4 1 j sq~ 1 5 j 21 

ITEM DROP: oaken club (2.0] C33 0 MB 36 Mi 21 

LOCATIONS: Dream World: northern cave, the Underkeep area (center), Real World: Somnia Castle 
area (center], Amor area, Moonmirror Tower 


ACTIONS: attack, Sizz fyf-gjij 3 ~ W 

ITEM DROP: iron staff (2 0) Mi ? Mi 33 Q 

LOCATIONS: Dream World: northern cave, Real World: Moonmirror Tower 


ACTIONS: attack, Woosh, calls for 
backup (dead resident) 

ITEM DROP: plain clothes (2.0) 

LOCATIONS: Dream World: the Underkeep are< 
Tower, Ghent area (center], Murdaw's Keep area 


ACTIONS: attack, Cool Breath 20 ~ ^ 

ITEM DROP: seed of resilience (1.0] 0 Eli 130 Mi 27 

LOCATIONS: Dream World: the Underkeep area (center), the Underkeep, Real World: Moonmirror 
Tower 


ACTIONS: Whack, Drain Magic EB y 144 " gHTHf 
ITEM DROP: seed of agility (4.0) U 8 EH 
LOCATIONS: Real World: the Isle of Murdaw, Hallowed Hollow 


*} Hell hornet 


GOLD 


Dead resident 


GOLD 


Blooming sorceror 


GOLD 


Custodian 


H, Shadow 


GOLD 


Cannibox 


HP 

40 

m 

8 


HP 

144 

MP 

8 


HP 

20 

MP^| 

0 


ATT 

43 

DIF 

130 


AGI 

18 

EXP 

27 


AGI 

25 

EXP 

24 



ATT 

45 


DEF 

31 


HP 

41 


MP 

0 



AGI 

17 

EXP 

22 


ATT 

38 

DEF 

35 


ATT 

71 


AGI 

10 

DEF 

60 


EXP 

113 


HP 

30 


ATT 

38 

Mp ; H 

9 


DEF 

33 





































































































































Giant moth 


ACTIONS: attack, Wind Sickles 
ITEM DROP: poison moth knife (1.5) 


HP 

36 

MP 

0 


ATT 

hss 

DEF 

44 


22 


33 


LOCATIONS; Dream World; the Underkeep area (center], the Under keep, Real World: Moonmirror Tower, Destiny's 
Drop 



Loathsome leek 


ACTIONS: attack, Sweet Breath 
ITEM DROP: pointy hat (1.5) 


HP 

33 

MP 

0 


ATT 

45 

DEF 

39 


AGE 

15 

EXP 

28 


~» 9 ~! 


LOCATIONS: Dream World: the Underkeep area (center), Real World: Moonmirror Tower, Ghent area (center), 
Scrimstey area (west) 



Rotten cotton 


ACTIONS: attack, calls for backup (rotten cotton) 
ITEM DROP: bone stake (1 5) 


HP 

40 

MP 

0 


ATT 

40 

DEF 

31 


AGI 

17 

EXP j 

32 


LOCATIONS; Dream World: northern cave, the Underkeep area (center), Real World: Moonmirror Tower, Murdaw's 
Keep area 



B Tree feller 


ACTIONS: attack, Heal, Crack 
ITEM DROP: wayfarers clothes (2.5] 


HP 

32 

MP 

9 


ATT 

43 

def|| 

50 


AGE 

21 

EXP 

39 


313 22 


LOCATIONS: Real World: Ghent area (center), Murdaw's Keep area, Scrimsley area (west), Weaver s Peak area 


37 Burning man 



ACTIONS: attack, Fire Breath 
ITEM DROP: seed of life (1.0) 
LOCATIONS: Dream World: the Underkeep 



33 



42 


33 



23 


45 


26 


loj Deadly dodo 


ACTIONS: attack, grab 

ITEM DROP: chimaera wing (2.0) 

LOCATIONS: Dream World; the Underkeep 


HP 

60 

MP 

0 



54 


45 


AGI 

26 

EXP j 

66 


30 


ecm 

A 




_ 






















































































































ACTIONS; attack, fear shout, 

Focus Strength, Stone's Throw, grins 
maliciously 


Guaardvark 


GOLD 


Well wisher 


GOLD 


Damselfly 


Hermit pixie 


GOLD 


ACTIONS: attack m 

ITEM DROP: seed of agility {1,0] iQ 
LOCATIONS: Dream World: the Underkeep 


AGI 

IXP 


ACTIONS: attack, Dazzle 
ITEM DROP: silk robe (2.0) 


Dfcf 


LOCATIONS: Dream World: the Underkeep, Real World: Ghent area (center), Murdaws Keep area, 
Scrimsley area (west), Destiny's Drop 


ACTIONS: attack, blown away 
ITEM DROP: fur hood (2,5) 

LOCATIONS; Real World: Ghent area (center), Murdaw's Keep area, Scrimsley area (west) 


HP 

72 

NIP 

0 


AG( 

20 

IXP 

45 


ITEM DROP: frailblazing bandana (4.0) 


LOCATIONS; Real World: Madame Luca's 


ACTIONS; attack, Kabuff, Swoosh 
ITEM DROP: Iron staff (2.0) 

LOCATIONS; Dream World: the Underkeep, Real World: mountain path 































































































































Malevolamp 


ACTIONS: attack, calls for backup (hell nino) 
ITEM DROP: seed of resilience (1.0) 


HP 

44 


MP 

0 




51 


98 


i 

AG 


EXI 





88 


33 



LOCATIONS: Dream World: Clearvale, cave to Aridea, area, Real World: Ghent area (center), Murdaw's Keep area, 
the Isle of Murdaw, Hazy Heights 


Hell nino 


HP 

41 

MP 

20 


ATT 

55 


AG1 

28 

DEF 

48 


EXP 

63 


20 


ACTIONS: attack, Sizz, Fire Breath 
ITEM DROP: pretty betsy (0.5) 

LOCATIONS: Dream World: Clearvale, cave to Aridea, area, Real World: the Isle of Murdaw, Scrimsley area (center), 
Hazy Heights 


^ Healslime 




21 


ACTIONS: attack, Heal 
ITEM DROP: prayer ring (0.5) 

LOCATIONS: Dream World: Aridea area (center & east), Real World: Murdaw's Keep, Scrimsley area (center), Arkbolt 
Castle area (west) 


Wild carrot 


ACTIONS: attack, Weird Dance 
ITEM DROP: antidotal herb (1.5) 


HP 

44 

MP 

0 



62 


34 



AGI 

28 


GOLD 

1 34 1 

EXP 

57 

1 


LOCATIONS: Real World: Scrimsley area (center), Arkbolt Castle area (west), Dread Realm: Despairia area 


Porker 


ACTIONS: attack, flails weapon about 
ITEM DROP: seed of strength (1.0) 


HP 

64 

MP 

0 


An 

81 

DEF 

42 



48 


78 


48 


LOCATIONS: Dream World: Aridea area (east), Real World: Scrimsley area (center), Hazy Heights, Arkbolt Castle area 
(west) 


© Goodybag 


HP 

72 

MP 

INF 


49 

j 80 



60 

60 


444 


ACTIONS: attack, Fizzle, Sizz, Kasap 
ITEM DROP: gold ring (2.0) 

LOCATIONS: Dream World: Real World: the Isle of Murdaw, Scrimsley area (center), Arkbolt Castle area (center & 
west), Howcastle area 






















































































































Walking corpse 



HP 

72 

MP 

0 


59 


AGI 

2 

EXP 

80 


ACTIONS; attack, Tongue Lashing, 
calls for backup (walking corpse), 
venomous vapor 

ITEM DROP: rags (2.5) 

LOCATIONS; Dream World: the Underkeep, Real World: the Isle of Murdaw, Scrimsley area (center), 
Dread Realm: Despoiria area 


Devil glass 


8 


i V 

m A* 


HP 

72 

MP 

50 


ACTIONS: attack, Dazzleflash, 

Morph 

ITEM DROP: seed of magic (1.0] 

LOCATIONS: Real World: Moonmirror Tower, Hallowed Hollow 


60 


75 


Thaumatobat 


AGI 

22 

EXP 

81 


40 


12 


ATT 

63 

DEF 

44 


42 


26 


ACTIONS: attack, Midheal, Snooze 
ITEM DROP: bow tie (T O) 

LOCATIONS: Real World: the Isle of Murdaw, Scrimsley area (center), Arkbolt Castle area (west) 


66 


33 


4 r 


Mudslinger 


ACTIONS: attack, Whack 
ITEM DROP: Yggdrasil leaf (1.5) 


HP 

73 

wM 

5 


ATT 

62 

DEF 

30 


31 


105 


22 


LOCATIONS; Dream World:, Real World: the Isle of Murdaw, Arkbolt Castle area (center), Newcastle 
area (north) 


m 

r kit 


I X 



Sniping bardsman 


ACTIONS: attack, shoot arrow 

ITEM DROP; hardwood headwear 
[1,5] 


HP 

69 

MP 

O 


ATT 

77 

DEF 

40 


AGI 

60 

EXP 

86 


32 


LOCATIONS; Real World: Hazy Heights, Arkbolt Castle area (center & north), Castle Swanstone area 
(northwest), Dread Realm: Despairia area 


Animated armour 



HP 

80 

.MPfH 

0 


80 


31 



AGI 

35 


EXP 

93 


33 


ACTIONS: attack, Mercurial Thrust 

ITEM DROP: holy water (1.5) 

LOCATIONS: Real World: Ghent area, the Isle of Murdaw, cave to Aridea, Arkbolt Castle area (center), 
Howcastle area 


299 


































































































































ACTIONS: ottack, Frizzle, Thwack, Drain Magic |]|Mjl 304 ns 40 ^ T09 

ITEM DROP: seed of tife (4.0) ISM 10 EH 99 BM 180 

LOCATIONS: Real World: Seabed Shrine, the Pillar of Pegasus, Dread Realm: Greedmore Valley, Greedmore Mire 
Mortamor's Dreadlair 


ACTIONS: attack. Sizzle, Kaclang i lT j pjB 64 Q3 B 33 ^Hj4_ ratna 44 

ITEM DROP: stone axe (1,5} 1 §_l L 1 9 8_\ 

LOCATIONS: Dream World: the Underkeep, Real World: the Isle of Murdaw, Murdaw's Keep, Hazy Heights, Arkbo - 
Castle area (center), Wayfarer's Pass, Hallowed Hollow 


ACTIONS: attack, Falcon Slash jy|M | 60 B TtjWB 98 mjiBi 57 

ITEM DROP: chain sickle (2.0) EM 0 KM 70 WM 96 

LOCATIONS: Real World: Murdaw's Keep, Hazy Heights, ArkboSt Castle area (north), Howcastle area (north) 


ACTIONS: attack, calls for backup (healstime) 

ITEM DROP: 


iron armour (1.5} Mm » I UiMt I IT.ItW I 

LOCATIONS: Dream World: Aridea area (center & east), Real World: Murdaw's Keep, Arkbolt Castle area (north) 
Wayfarer's Pass, Hallowed Hollow 


ACTIONS: attack, Wind Sickles, stomp on party EHM 1 20 95 |^M|M 63 KJU 69 

member n so~ 

ITEM DROP: cloak of evasion (1.5) 

LOCATIONS: Real World: Hazy Heights, Arkbolt Castle area (north], Howcastle area (north), Destiny's Drop, Castle 
Swanstone area (north east) 


ACTIONS: attack, Leg Sweep, Flame Slash |53|i 66 lyjyffigj 38 yM g 61 49 

ITEM DROP: bone stake (2.0) iM 0 EBlfi 63 RH 114 

LOCATIONS: Dream World: well south of Alltrades Abbey, area (southwest), Real World: Arkbolt Castle area (north) 
mountain path 


^ Mimic 


GOLD 


Arrghgoyle 


GOLD 


Pesky jester 


GOLD 


Harmour 


Cloud surfer 


GOLD 


Skullrider 


GOLD 


ATT 

95 

DEF 

| SO 


AGf 

43 

EXP 

129 


HP 

64 

MR Hf 

0 


AG1 

63 

EXP 1 

192 


HP 

120 

NIP 

0 


HP 

64 

NIP 

16 


HP 

66 

MP 

0 


ATT 

38 

DEF 

63 


AGI 

61 


114 



AGI 

44 


EXP ; 

98 


ATT 

83 

DEF 

no 


AGI 

40 

EXP 

180 


HP 

304 

MP 

10 


AGI 

57 

£XP 

96 



ITT 

115 

DEF 

99 

























































































































ACTIONS: attack, Snooze, Kasnooze ^^g_l04_ | 

ITEM DROP: moonwort bulb (2.0) B Lul™ !—15—I ii 

LOCATIONS: Dream World: well south of Alltrades Abbe; 
Keep, Hazy Heights, Arkbolt Castle area (north), Hallowed 


area (southwest), Real World: Murdaw's 


ACTIONS: attack 

ITEM DROP: oaken club (2.0) 

LOCATIONS: Dream World: cave 
area (center), Murdaw’s Keep area, 
Hallowed Hollow 


to Aridea, Aridea area (center), Isle o' Smiles area, Real World: Ghei 
the Isle of Murdaw, Murdaw's Keep, Hazy Heights, Wayfarer s Pass, 


ACTIONS: attack, Flee, Sultry Dance, EH 
Weird Dance KJfl 

ITEM DROP: dancer's costume (2.5) 

LOCATIONS: Dream World: Aridea area (ce 
Castle area (north), Bonus dungeon: Fungeon 


ACTIONS: attack, Burning Breath B3 Hw 68 58 

I II :o PI liS 0 fnfWi 55 1.MJM 108 

ITEM DROP: moonwort bulb (2,5) -1 *>'-«- 

LOCATIONS; Dream World: Aridea area [east], Clearvale, cave to Aridea, area, Real World. 
Wayfarer's Pass 


ACTIONS: attack, Frizzle, Oomph, OE_96__ EjM_£L_ 58 92 I 

calls for backup (animated armour) IBM 30 | pujil 80 | |jjf <26 

ITEM DROP: seed of magic (1.0] 

LOCATIONS: Dream World: Aridea area (east), Real World: Ghent area (center), Murdaw s Keep area 
Murdaw's Keep, Dullerton area 


ACTIONS: attack, Fire Breath, Flame 

Breath o I I 

ITEM DROP: seed of wisdom (1.0) 

LOCATIONS: Dream World: Aridea area (center), Isle o' 
(center), Real World: Murdaw's Keep, Howcastle area 




Slumbering ram 


f|4? Undentured servant 


Sluggernaut 


So Biguana 


GOLD 


GOLD 


5 ( 8 ) Scorching man 


GOLD 



AGI 

55 


EXP 

132 


AGt 

35 

JOttfll 

87 


HP 

104 

HHI 

13 


HP 

j 88 

MP 

O 


ATT 

70 

DEF 

59 


HP 

61 

MP 

O 


ATT 

95 


AGt 

47 

DEF 

78 


IXP | 

102 


HP 

64 

Ip 

T! 

71 

MP 

0 

II 

(IF 

40 


AT 


AGI 

58 

DE 

| 80 

EXP 

126 


HP 

96 

MP 

30 


r 

TT 

75 

t 

IF 

43 



AGt 

50 


jexM 

97 






































































































) Metal slime 



M 




m 


lb, 


ACTIONS: attack, Flee, Frizz 
ITEM DROP; boomerang (1.5) 


I 


12 



39 


999 


115 


1350 


3ES 75 


LOCATIONS: Dream World: northern cave, the Underkeep, Aridea area (center), The Spiegelspire, Real World: Lucid 
Grotto, the Isle of Murdaw, Hallowed Hollow 



Special Metal slime 


ACTIONS: attack, Flee, calls for backup (metal 
slime), 8 fuse together to form metal king slime 

ITEM DROP: slime helmet (2,0) 

LOCATIONS: Dread Realm: Mortamor's Dreadlair 



90 


999 



250 


1015 


20 


Toxic turnip 



ACTIONS: attack, Poison Breath 
ITEM DROP: antidotal herb (2.0) 


HP 

73 

MR 

O 



81 


40 


AGI 

57 

EXP 

94 


TTFi 33 


LOCATIONS: Dream World: Aridea area (center & east), Clearvole area, Isle o' Smites area (center), Real World: 
Wayfarer's Pass, mountain path, Weaver's Peak area 


J 1 Prickly prankster 



ACTIONS: attack, Gust Slash 
ITEM DROP: pink pearl (1,5) 



76 



ATT 

35 



DEF f 

82 


AOI 

41 

IXP 

132 


78 


LOCATIONS: Dream World: cave to Aridea, Clearvale area (west), Real World: Murdaw's Keep, mountain path 


Urnexpected 



ACTIONS: attack, Kasnooze, Whack, Absorb 
Magic 

ITEM DROP: Amor seco essence (2.5) 


HP 

200 


WIP 

7 




118 


135 



AGI 

90 


EXP 

204 


ans i62 


LOCATIONS: Dream World: well south of Alltrades Abbey, area (south), Alltrades Abbey, Real World: Murdaw's Keep 


Ewwnicorn 



ACTIONS: attack, Flee, Heal, Shove 
ITEM DROP: seed of wisdom (1.0) 


HR 

123 


MR 

9 


ATT 

87 

DEF 

60 


64 



144 


54 


LOCATIONS: Dream World: well south of Atltrades Abbey, area (center & southwest), Real World: Howcastle area 
(south), Hallowed Hollow 


A- r 1 






3 
























































































































ACTIONS: attack, Sizzle, Buff, 
lightning staff 


DEMON 


GOLD 


Gustbluster 


GOLD 


Wayward armour 


GOLD 


Stinkerbell 


GOLD 


u Venom wasp 


GOLD 


Flython 


GOLD 


ACTIONS: attack, Kasap, Spooky 
Aura 


HP 

116 


4 


An 

75 

m 

52 


AGi 

57 

EXP ! 

138 


ITEM DROP: iron claw (2,5) 

LOCATIONS: Dream World: well south of Al (trades Abbey, area (southwest), Clear vale area, cave to 
Aridea, Real World: the isle of Murdaw, Newcastle area 


102 


AGi 

$6 

EXP 

108 


ACTIONS: attack, Swoosh 

ITEM DROP: Hermes 1 hat (1,5] 

LOCATIONS: Dream World: Clearvaie, cave to Andea, area, Oearvale area (west], Real World: 
Howcastle area (south), Destiny's Drop 


Actions: attack, Body Slam 
ITEM DROP; scale shield (2.0) 


HP 

128 

MR 

0 


115 


LOCATIONS: Dream World: Suite Dreams area (center & west), Real World: Hallowed Hollow, Clearvaie 
area (center) 


HP 

104 


NIP 

16 



ATT 

85 

Hi 

58 


117 


ACTIONS: attack, Poison Attack 
ITEM DROP: moonwori bulb (2.5) 


HP 

88 

MP 

0 


ATT 

93 

DIF 

80 


AGi 

87 

EXP l 

96 


LOCATIONS: Dream World: Alltrades Abbey, Real World: Clearvaie area (west), Destiny's Drop, Dread 
Realm: Despairia area 


HP 

118 

AflP 

0 


105 


ACTIONS: attack, tail whip, fang bite 
ITEM DROP; steel Fangs (1,5) 

LOCATIONS: Dream World: Alltrades Abbey, Real World: Clearvaie area (center & west), Destiny's Drop 


AGI 

91 

EXP 

162 


ITEM DROP: seed of wisdom (1,0) 


LOCATIONS; Dream World: Clearvaie, cave to Aridea, area, Real World: Howcastle area (south), 
Hallowed Hollow 





305 

























































































































Kockbomb 


ACTIONS; Kamikozee, insane attack 
ITEM DROP: kamikazee bracer (1.0) 


HP 

240 

MP 

20 


ATT 

99 

mf 

ISO 



so 


144 


IS 


LOCATIONS: Dream World: Clearvale area (west), Alltrades Abbey, Real World: Clearvale area (west), Destiny's Drop 


Gasbagon 



ACTIONS: attack, Flame Breath, smother parly 
member, blown away 



184 


ATT 

120 

DSH 

64 


AGt 

88 

EXP 

170 


30 63 


ITEM DROP; Amor seco essence |1.5) 

LOCATIONS: Dream World: the Spiegelspire, Real World: Destiny's Drop, Castle Swanstone area [center & south), 
Pescado area (east) 


Demonrider 



ACTIONS: attack, attack twice, Multislice 
ITEM DROP: bone stake (2.0) 


HP 

160 

MP 

0 



115 


75 


E 


87 


156 


51 


LOCATIONS: Dream World: the Spiegelspire, Real World: Castle Swanstone area (center & south), Pescado area (east) 


Brimstone bulb 



ACTIONS; attack, Sweet Breath, Kasap 
ITEM DROP: boomerang (1,5) 


HP 

123 

MR 

5 


ATT 

95 

DIF ; 

57 


AGi 

92 

ixPvj 

96 


36 


LOCATIONS: Real World: Destiny's Drop, mountain path, Dread Realm: Despairla area 



Metal slime knight 


^ACTIONS; attack, Flee, Double-Edged Slash, Heal 
ITEM DROP: steel broadsword (2.0) 


HP 

144 

M 

Ifi 

8 


ATT 

103 

DEF 

115 


■ 


90 


150 


72 


Muddy hand 



ACTIONS: attack, calls for backup (muddy hand) 
ITEM DROP: seed of agility (1.0) 


HP 

104 

MP 

0 


ATT 

87 

Dlfjf; 

63 


E 


94 


75 


60 


LOCATIONS: Red World: Clearvale area (center], Destiny's Drop 





8&§SS;: 




LOCATIONS: Dream World: Slimopolis area (center), Real World: Clearvale area (center & west), Destiny's Drop, Dead 
Realm: Despairia area 


J 





























































































































ACTIONS: attack, Fizzle, horn attack ia~8~ 

ITEM DROP: staff of anti magic (1.0) ftSSBZ^Z E 

LOCATIONS: Dream World; well south of Alltrades Abbey, 
Castle Swanstone area (south), Cryptic Catacombs 


area (south). Alltrades Abbey, Rea! World: 


ACTIONS: attack, Frizzle, Bang Fjjftp i 12 s I B M 130 | BH W go 1 ISiffll 71 

ITEM DROP: bamboo spear (2.0) P™ 15 I 77 I <35 I 

LOCATIONS: Dream World: well south of Alltrades Abbey area (south), well south of Alltrades Abbey, 
Suite Dreams area (center & west) 


ACTIONS: attack, Paralysis Attack, | s?"”I 84~1 KiMT ~ 82 ~ 

Midheal, Dazzle HHEll m ~i 99 

ITEM DROP: moonwort bulb (2,5) 

LOCATIONS: Dream World: Clear vale area (west), Suite Dreams area, Real World: Weaver's Peak area 
(center), Dread Realm: Despa iria area 


ACTIONS: attack, Fuddle ffBI M iq~ jffijjijos 

ITEM DROP: lucida shard (1,0) ES8Z*L 

LOCATIONS: Dream World: well south of Amor, Suite Dreams area, tl 
Swanstone area (center), mountain path, Dread Realm: Despama area 


Battering ram 


GOLD 


Darkgoyle 


GOLD 


D>(0) ArISTOBAT 


Fuddleguana 


GOLD 


HP 

128 

MP 

15 


HP 

106 

MP 

10 


HP 

113 

MP 

10 



ATT 

89 


DEF 

130 



ATT 

145 


AG! 

91 


DEF 

67 


EXP 

204 



ACTIONS; attack, Midheal, Cool 


Hellstalker 


Dreamaera 


ACTIONS; attack, Lightning, Sultry 
Dance 


HP 

133 


ATT 

123 

Mpm 

0 

DEF 

97 


•ma 100 


164 


ITEM DROP: cloak of evasion (1.5) 

LOCATIONS: Dream World: well south of Alltrades Abbey, area (south), well south of Amor, Alltrades 
Abbey area, Wayfarer's Pass, the Spiegelspfre 


mm 78 


ATT 

103 


DEF 

73 



123 


Breath 

ITEM DROP; chimaera wing (2,5) 

LOCATIONS: Dream World: small cottage east of Weaver's Peak area (center) W Sc egeispire. Real 
World: Castle Swanstone area (center & south] 




















































































































ACTIONS: attack, Defend, Snooze, Crack, calls for BBg| | 99 |j 53 | 82 72 ^^3__42 

backup (healslime) 6 EBm I6Q iffijgj 8? j 

ITEM DROP: seed of resilience (1 + Q) 

LOCATIONS: Dream World; the Spiegelspire, Real World: Castle Swanstone area (south], Pescado area (east & w< 


ACTIONS: attack, fang bite ES|y|_200_ Biaj | 133 gyg|__67__ 

ITEM DROP: Iron cuirass (2.0) 12^E_5LJ IS511 1 ^-1 

LOCATIONS: Dream World: well south of Alltrades Abbey, the Spiegelspire, Real World: Castle Swanstone area 
& south) 


ACTIONS: attack, Poison Attack, Venom Mist, tail 144 EHJ B 129 88 EBU Zi 

whip o \ BfflBft 72 i iryop i72~ 

ITEM DROP: steel fangs (1 >5) 

LOCATIONS; Dream World: the Spiegeispire, well south of Alltrades Abbey, well south of Amor, (south), Real World 
Wayfarer's Pass 


ACTIONS: attack, Flee, Follow Suit, assess the 
situation 

ITEM DROP: Amor seco essence (2,5) 
LOCATIONS: Real World: Tumscote area (soul 


jairia area 


ACTIONS; attack, Muster Strength, fear shout, Up| 40Q guj i iso Ej « 90 - 135131 81 

Stone's Throw 0 UjJH 12Q~ 285~ 

ITEM DROP: trailblazing bandana (2.5) 

LOCATIONS: Dream World; well south of Amor, Rea! World: shrine southwest of Howcastle, underwater tunnel, Felonia 


ACTIONS: attack, Hatchet Man, Flame Breath 
ITEM DROP: battleoxe (l .5) 

LOCATIONS: Real World: Tumscote area {south) 


Shell slime 


Yawnoceros 


GOLD 


Diethon 


GOLD 


Mottle she-slime 


S ScAREWELL 


GOLD 


Axesaurus 


GOLD 


AGI 

67 

IXP] 

166 


AGI 

80 

EXP 

300 


ATT 

ISO 

DEF 

120 


HP 

400 

FrtP 

0 


AGI 

89 

EXP 

75 


ATT 

129 

DEF 

72 


AGI 

88 

EXP 

172 


HP 

200 

MP 

0 


HP 

99 

MP 

6 


ATT 

82 

DEF 

160 


AGf 

72 

IXP | 

82 


ATT 

133 


D! 

F 

78 



HP 

296 


ATT 

no 

WIP 

0 

DEF 

100 


HP 

80 


m 

0 































































































































ACTIONS: attack, claw slash. Thin Air 
ITEM DROP: iron claw (2.0) 


Jumping jackal 


GOLD 


HP 

163 


NiP 

0 



ATT 

147 

DEF 

7S 


AGI 

92 

"SXF*. : f 

192 


LOCATIONS? Dream World: well south of Alltrades Abbey, area (south), well south of Alltrades Abbey, 
the Spiegelsptre, Real World: Wayfarer's Pass, Mt. Snowhere area (southwest], Cryptic Catacombs 




ACTIONS: attack, attack twice, 504 [ EffiSj 

Midheal, Absorb Magic, Whack, PffH 10 j 
insane attack 

ITEM DROP: seed of resilience (4*0) 

LOCATIONS: Rea! World: Felonia Castle, the Pillar of Pegasus 


ACTIONS: attack, Frizzle, Morph, 
Dazzleflash 


HOCUS DREAMAERA 


Frighturn 


GOLD 


Haunted mirror 


GOLD 


SlNISCULPTURE 


GOLD 


Bloody hand 


ACTIONS: attack, Heal, Midheal, 

Sizzle, Snooze 50 

ITEM DROP: ehimaera wing (2.5] 

LOCATIONS: Dream World: well south of Alltrades Abbey 


AGI 

97 

EXP 

152 


HP 

504 

mp 

10 


ATT 

160 


300 


AGI 

91 

EXP 

540 


HP 

200 


ATT 

114 

MP 

30 

DEF 

130 


M 92 


ITEM DROP: seed of life (1.0) 

LOCATIONS: Dream World: the Spiegelspire, Slimopolis area (center), Real World: Mt, Snowhere area 
(center & southwest], Seabed Shrine, Cryptic Catacombs 


ACTIONS: attack, Burning Breath 
ITEM DROP: stone axe (1,5) 


HP 

134 


MP 

0 



135 


AGI 

90 

mil 

260 


LOCATIONS; Real World: Mt. Snowhere area (southwest], Seabed Shrine, Castle Graceskull area 
(center], Cryptic Catacombs 


HP 

120 


ATT 

112 

MP 

0 


DEF'lj 

33 


AGI 

EXP 


GOLD 


ITEM DROP: pretty betsy (1,0) 


LOCATIONS: Dream World: small cottage east of Weavers Peak area (center], Real World: Pescado 
area (east), underwater tunnel, Turnscoie area 


ACTIONS: attack, calls for backup 
(troll or bloody hand) 































































































































CHOMPOCEROS 


HP 

144 


MP 

0 



113 


70 



AGljH 


EXP 


86 


208 


116 


ACTIONS: attack, Sandstorm, fear shout 
ITEM DROP: fur cape (2.0) 

LOCATIONS: Real World: Pescado area (east), Mt. Snowhere area (southwest), Castle Graceskull area (center), Felor : 


area 


Troll 



280 



AH 

160 


AGI 


DEF 

64 ] 

EXP 


55 


258 


66 


ACTIONS: attack, Desperate Attack, Shove 
ITEM DROP: oaken club (2.0) 

LOCATIONS: Dream World: well south of Alltrades Abbey, small cottage east of Weaver's Peak area (center), Real 


World: Pescado area (east), Cryptic Catacombs 


S King slime 



212 


35 


I 


TT 

135 

lEF 

78 


85 



240 


138 


ACTIONS: attack, Midheal, Zing, closes up wagon, 
smother party member 

ITEM DROP: restless heart (1.5) 

LOCATIONS: Dream World: small cottage east of Weaver's Peak area (center), Slimopolis area, Real World: Pescado 
area (east), Turnscote area 


II Noble gasbagon 



ACTIONS: attack, Flame Breath, smother party 
member 



240 


ATT 

143 

DEF 

90 



AG 

1 91 


EXI 

1 259 


76 


ITEM DROP: iron cuirass (2.0) 

LOCATIONS: Real World: Mt. Snowhere area (center), Turnscote area (south) 


CUTTERFLY 



HP 

152 

MP 

8 



122 


77 


i 

AGlU 

1 

EXP 


98 


118 


183 


ACTIONS: attack, Flee, Kasap, Fuddle Dance 

ITEM DROP: seed of magic (1.0) 

LOCATIONS: Real World: Mt. Snowhere area (center & southwest), islands north of Chateau de Sass, Castle Graceskull 
area (center), Cryptic Catacombs 


3) Gryphon 



200 


13 



146 


83 



AGI 

88 


EXP | 

278 


25 


ACTIONS: attack, Fizzle, grab, Bazoom 
ITEM DROP: staff of antimagic (1.5) 

LOCATIONS: Real World: Everfrost Grotto, Seabed Shrine, islands north of Chateau de Sass, Cryptic Catacombs, 


Dullerton area 





rnTm 








1 














































































































DJiims 


GOLD 


CURESLIME 


GOLD 


Infernal fane 


ER-DO-WELL 


GOLD 


Boarker 


GOLD 


120 


210 


175 


ACTIONS: ottock, calls for backup 
(low djinta), Buff, Sap, grins maliciously 

ITEM DROP: seed of resilience [1,0] 

LOCATIONS: Real World: shrine west of Amor area (center), Mt. Snowhere area (center), Everfrost 
Grotto, Dullerton area 


ACTIONS: attack. Wind Sickles, 
Swoosh 


ATT 

150 

DEF 

94 


AGI 

68 

EXP 

300 


ITEM DROP: seed of strength (1.0) 

LOCATIONS: Real World: shrine west of Amor area (center), Mt. Snowhere area (center), Everfrost 
Grotto, Dullerton area (north) 


HP 

136 

MP 1! 

28 


ATT 

107 

HB 

72 


144 


ACTIONS: attack, Fullheal, Drain 
Magic 

ITEM DROP: magic water (1.5) 

LOCATIONS: Dream World: small cottage east of Weaver's Peak area (center), Real World: Mt. 
Snowhere area (center & southwest), Everfrost Grotto, Cryptic Catacombs, Bonus dungeon: Fung eon 


AH 

115 

DEF 

188 


ACTIONS: attack, Morph 

ITEM DROP: silver cuirass (1.5) 

LOCATIONS: Dread Realm: Prison of Sorrow area (west), Mortamor's Dreadlair, Sonus dungeon: 
Fungeon 


AG 

1 150 


GOLD 

156 | 

EXI 

1 6^6 



ACTIONS: attack, lightning staff, 
dark haze 


150 



AG1 

84 


EXP 

1620 


ITEM DROP: bunny ears (4.0) 

LOCATIONS: Real World: the Pillar of Pegasus 


ACTIONS: attack, Desperate Attack, 
flails weapon about 

ITEM DROP: chain sickle (2.0) 


200 


137 


252 


LOCATIONS: Real World: shrine west of Amor area (center), islands north of Chateau de Sass, Cryptic 
Catacombs 





























































































































Drackal 


ACTIONS: attack, fang bite 
ITEM DROP; steel fangs [2.0] 


200 


0 



157 


87 


92 


285 


m *l 88 


LOCATIONS; Real World: underwater tunnel, shrine west of Amor area (center], Everfrost Grotto 


^ Magic marionette 




ACTIONS: attack, Weird Dance 
HEM DROP: cypress stick (1,5) 


128 



112 


94 



104 


195 


82 


LOCATIONS: Dream World: well south of Alltrades Abbey, Real World: shrine west of Amor area (center), Everfrost 
Grotto, Cryptic Catacombs, Dullerton area 


Tyrantosaurus 



ACTIONS: attack, Desparate Attack, stomp on 
parly member 

ITEM DROP; battleme (2,0) 


HP 

248 

MP 

0 



180 


90 



AG1 

96 


EXP j 

372 


SE1 ios 


LOCATIONS; Dream World: Slimopolis area (center). Real World: shrine west of Amor area (center). Cryptic Catacomb; 


Freezing fog 


ACTIONS: attack, Cool Breath, Chilly Breath 
ITEM DROP: icicle dirk (1,5) 


HP 

132 


A 

MP 

0 

D 


§E 


125 


94 



AGt 

95 


EXP 

192 


51 


LOCATIONS; Dream World: Slimopolis area (center), Real World: underwater tunnel, shrine west of Amor area (center], 
Everfrost Grotto, Cryptic Catacombs, Pillar of Pegasus 



Corpse corporal 


ACTIONS: attack, Tongue Bashing, Spooky Aura 
ITEM DROP: seed of life (1.0) 


HP 

160 


A 

MP 

0 


D 


M 127 f 
' ™ \ 1 


54 


204 


38 


LOCATIONS; Real World: Mt. Snowhere area (center & southwest), islands north of Chateau de Sass, Castle Graceskull 
area (center). Cryptic Catacombs, Felonia area, Pillar of Pegasus 


\%\ Hirsute hexer 



ACTIONS; attack, Kazing, Kastzzle, Fizzle, 
lightning staff 


HP 

304 

mp ki 

80 



159 


145 



AG1 

104 


EXP 

510 


255 




ITEM DROP; prayer ring (1.5) 

LOCATIONS: Real World: the Pillar of Pegasus, Dread Realm: Greedmore Valley area 






















































































































ACTIONS: attack, Desparate Attack, Ffafel 256 
Shove o 

ITEM DROP: seed of strength (1,0) 

LOCATIONS; Real World: the Pillar of Pegasus, Weaver's Peak 


ACTIONS: attack, attack twice, BTH fifl 200 S fflfll 162 BM p 94 
violent slashing attack, shoot arrow, q IWM 4 ?n~ 

flails weapon about 

ITEM DROP: falcon blade (1,0) 

LOCATIONS: Real World: the Pillar of Pegasus, Dread Realm: Greedmore Valley area 


Mottle mendslime 


Splutterfly 


12M§ Bomboulder 


GOLD 


Boss TROLL 


GOLD 


Overkilling machine 


GOLD 


111 Killer 


MOTH 


ACTIONS: attack, Defend, assess the 
situation, Multi heal 


DEf 


ITEM DROP: slime armour (1.5) 

LOCATIONS: Real World: the Pillar of Pegasus 


198 


ACTIONS: attack, Boom, Kabuff, 

Magic Barrier 

ITEM DROP: bunny suit (2.0) 

LOCATIONS: Real World: Felonia area (center & south), the Pillar of Pegasus area (center), the Pillar of 
Pegasus, Dread Realm: Prison of Sorrow area (east) 


ACTIONS: attack, Paralysis Attack, 
Dazzleflash 


184 


324 


ITEM DROP: moonwort bulb (2.0) 

LOCATIONS: Real World: the Pillar of Pegasus, Dread Realm: Greedmore Valley area 


ACTIONS: attack, Kerplunk, grins 

1 240 

1 143 

| AG! 

82 

malisiousty 

1 63 

I 153 

| EXP 

302 


ITEM DROP: Kerplunk bracer (1.0) 

LOCATIONS: Real World: Felonia area [center & south], mountain path, the Pillar of Pegasus area 
(center), Dread Realm: Greedmore Mine 

































































































































ACTIONS; attack, Frenzy, laughs flippantly 
ITEM DROP; boxer shorts (1.5) 


HP 

216 

mp 

0 


ATT 

200 

DEF 

110 


396 


LOCATIONS: Dread Realm; Prison of Sorrow area feast & west], Greedmore Mine 


Drastic drackal 



ACTIONS: attack, Chilly Breath, fang bite 
ITEM DROP: fur cape (2.0) 


HP 

240 


0 



135 


90 


AGI 

109 

exp 1 

308 


32 


LOCATIONS; Real World: the Pillar of Pegasus, Dread Realm: Greedmore Volley area 


IS© Marrow escapee 



ACTIONS: attack, attack twice, leg Sweep, Fizzle 
ITEM DROP: tortoise shell (2,0) 


HP 

184 


ATT 

167 

NIP 

8 

DEF 

80 


AGI 

86 

EXP 

339 


32 


LOCATIONS: Dread Realm: Greedmore Valley area, Prison of Sorrow area (east), Greedmore Mine 


1 §) H Tiger jackal 



ACTIONS: attack, Heave-Ho, Cop Out, claw slash 
ITEM DROP: fire claw (1.5] 

LOCATIONS: Dread Realm: Greedmore Valley area 


HP 

192 

MP 

0 


1 

ATT 

1 

DEF 


138 


33 


AGI 

102 

EXP 

348 


333 : 120 


King cureslime 


ACTIONS: attack, assess situation, Drain Magic, 
Omniheal 


HP 

192 

NLP 

120 



ATT 

143 


DEF 

92 



88 


416 


134 


ITEM DROP: slime helmet (2 0) 
LOCATIONS; Bonus dungeon: Fungeon 


Mythsteed 


ACTIONS; attack, Wind Sickles, horn attack 
ITEM DROP: seed of wisdom (1.0) 
LOCATIONS; Real World: the Pillar of Pegasus 


HP 

208 


ATT 

155 


MP 

0 


DEF|| 

110 



AGI 

115 

EXP 

372 


3EI in 


m' 


* : 




a 



























































































































Bad karmour 


ACTIONS: attack, Lightning Stash, 
power shield 

ITEM DROP: magic shield [1.5] 


I: 


HP 

224 

MR 

0 


180 


138 


99 


374 


118 


8 


LOCATIONS; Real World: Weaver's Peak, Dread Realm: Greedmore Mine, cave under lake 


Berzorker 


200 


164 


90 


AGE 

| 102 


I 319 


ACTIONS; attack, Harvest Moon, 

Double Up, flails weapon about 

ITEM DROP: silver mail (1,5) 

LOCATIONS: Real World: Weaver's Peak, Dread Realm: Prison of Sorrow area (east) 




r 



War gryphon 


ACTIONS; attack, Bazoom, Swoosh 
ITEM DROP; tempest shield (1,0) 


224 


12 


LOCATIONS: Dread Realm; Prison of Sorrow area (east & west) 


132 


367 


128 


If L-r 

ttm 
r W 


Hopping hellfire 


176 


ACTIONS: attack, Inferno 
ITEM DROP: flame armour (1.0) 

LOCATIONS; Dread Realm: Prison of Sorrow area (east), Greedmore Mine 



m 

115 


EXP 

390 


103 


V 




Kisser 





HP 

160 

MR 

0 


ACTIONS: attack, Sweet Breath, 

Tongue Lashing 

ITEM DROP: seed of agility [1.0) 

LOCATIONS; Dread Realm: Greedmore Mine, cave under take 


128 


91 



AGI 

100 


EXP 

273 


72 


















































































































Wraithwand 


ACTIONS: attack, Kasap, Chilly Breath 
ITEM DROP: magical skirt (1.5) 


HP 

200 

MP 

12 



LOCATIONS: Dread Realm: Prison of Sorrow area (west), cave under lake 


CZARGOYLE 



ACTIONS: attack, calls for backup (czargoyle), 
Frizzle 

ITEM DROP: rags (1.5) 

LOCATIONS: Dread Realm: cove under lake 


Sluggerslaught 


ACTIONS: attack, Follow Suit, Sultry Dance 
ITEM DROP: dancer's costume (2.0) 



200 


20 



152 


LOCATIONS: Dread Realm: cave under lake, Bonus dungeon: Fungeon 


175 


102 



132 


60 


|ffl8S ho 

m 378 



ATT 

157 

[ 

DEF 

90 



63 


AGI 

120 

EXP 

300 


62 



93 



Devilwoth 


248 


94 


ACTIONS: attack, Venom Mist 
ITEM DROP: poison needle (2.0) 

LOCATIONS: Real World: Pillar of Pegasus, Dread Realm: Prison of Sorrow area (west) 


! 

ATT§§ 

I 

DEF 


189 


AGI 

118 

EXP j 

338 



Disgustliing 


ACTIONS: attack, Drain Magic, Kacrackle, calls 
for backup (curesiime) 

ITEM DROP: ruinous shield (2.0) 

LOCATIONS: Dread Realm: Prison of Sorrow area 


Uber dreamera 


HP 

240 

MP 

30 


ACTIONS: attack, Inferno, AAldheal 
ITEM DROP: chlmaera wing (2,0) 

LOCATIONS: Dread Realm: Prison of Sorrow area [west], Mortamor's Dreadiair 


HP 

160 

[ 

i wp . 

14 



ATT 

171 

I 

DEF 

76 

t 


103 


396 


109 


185 


128 


ff| 120 

1 500 ~ 


117 





























































































































ACTIONS: attack, Stomp, stomp on 360 

party member fffaBl 0 

ITEM DROP: seed of strength 11.0] 

LOCATIONS: Dread Realm: Prison of Sorrow area (west] 


p) Living statue 


GOLD 


103 




ACTIONS: attack, Kacrackle, 
Kasnooze 

ITEM DROP: staff of resurrection 


LOCATIONS: Dread Realm: Mortamor's Dreadlair 


ACTIONS: attack, Death Dance, dark 224 wM m 12S wSmH 72 1 

haze, doses up wagon 90 IHTMb 288 

ITEM DROP: flowing dress (1.0) 

LOCATIONS: Real World: Pillar of Pegasus, Dread Realm: Prison of Sorrow area, Mortamor's Dreadlair 


i Demon steward 


COLD 


!) Silhouette 


COLD 



AG! 

120 


IXP : 

660 


HP 

360 

MPri 

38 


ATT 

191 


DEF | 

90 



HP 

224 


MP 

0 




ACTIONS: attack, Flee, Sizz, smother 
party member 

ITEM DROP: dupltc hat [1.0] 

LOCATIONS; Dread Realm: Mortamor's Dreadlair 


ACTIONS: attack, flails weapon 320 Wtjj| 245 118 

about, Multislice o i TfJffW n ^~ O^M~640~ 

ITEM DROP: ruinous shield (0.5) 

LOCATIONS; Real World: Weaver's Peak, Dread Realm: Prison of Sorrow area (east), Mortamor's 
Dreadlair 


Metal king slime 


GOLD 


JS1 SlNTAUR 


HP 

320 

MP 

0 


AG! 

350 

EXP 

30010 


HP 

14 

MP 

2D 
























































































































Iron tortoise 


ACTIONS: attack, Defending Champion, 
Selflessness, Bounce 

ITEM DROP: seed of resilience (1.0) 


HP 

328 

MP 

30 


LOCATIONS: Dread Realm: Prison of Sorrow area, Mortamor's Dreadlair 


ATT 

225 

DEF 

300 


AG 

■ 

60 

EXI 

_ 

504 


82 



Annihilantern 


ACTIONS: attack, Kabuff, Oomph 
ITEM DROP: platinum shield (1.0) 

LOCATIONS: Dread Realm: Prison of Sorrow area 


HP 

192 


MP | 

30 1 



167 


167 


AGI 

135 

EXP 

396 


73 



High djinrs 


ACTIONS: attack, Kaswoosh, Multiheal, insane 
attack, Backdraft 

ITEM DROP: glombolero (1.0) 


HP 

| 696 

ATT 

350 

MP 

nt 

1 DEF 

113 



300 


LOCATIONS: Real World: Pillar of Pegasus, Dread Realm: Prison of Sorrow area, Bonus dungeon: Fungeon 


Hell gladiator 


ACTIONS: attack, attack twice, violent slashing 
attack, Burning Breath 

ITEM DROP: dragonsbane (1.5) 



320 


LOCATIONS: Dread Realm: Prison of Sorrow area, Mortamor's Dreadlair 


IS ® 1 Stout troll 



HP 

408 

MP 

0 


An 

210 


DEF 

110 



ACTIONS: attack, Desparate Attack, Muster 
Strength, Shove 

ITEM DROP: Hela's hammer (1.5) 

LOCATIONS: Dread Realm: Mortamor's Dreadlair, Bonus dungeon: Fungeon 



120 


444 


AH 

265 

DEF 

90 


M 120 
1 612 


84 


im Hacksaurus 



ACTIONS: attack, Inferno, Falcon Slash 
ITEM DROP: seed of strength (1.0) 

LOCATIONS: Dread Realm: Mortamor's Dreadlair, Bonus dungeon: Fungeon 


HP 

416 

MP 

0 


PffW 28S~ 
1 100 ~ 


AGI 

115 


GOLD 

| 110 

EXP 

696 






mk m 








































































































































LOCATIONS: Real World: Undersea Treasure Chamber, Dread Realm: Gallows Moor, Mortamor's 
Dreadlair, Bonus dungeon: Fungeon 


LOCATIONS: Dread Realm: Mortamar's Dreadlair 


f 


r 



ACTIONS: attack, Oomph. Ifljp j 264 flffjBB I 227 

Kasnooze, Falcon Slash B SE 2S~ H|^5j28^ 

ITEM DROP: falcon knife earrings 
|1.5) 

LOCATIONS: Dread Realm: Mortamods Dreadlair, Bonus dungeon: Fungeon 


ACTIONS: attack, dark haze, Body ITuBi f 320 TOM 215 

Slam, sage's stone fflT SP 0 fflhH i Hlf 1 ^~ 

ITEM DROP: pretty Betsy (1.0) 

LOCATIONS: Dread Realm: Mortamor's Dreadlair, Bonus dungeon: Fungeon 


Jugular joker 


GOLD 


8 ) J1 D arkcrawler 


GOLD 


HP 

320 

AftP 

0 


HP 

264 

MP 

25 


ATT 

227 

DtP 

128 


AG1 

140 

EXP | 

504 


AG! 

130 

EXP f 

570 


ATT 

215 

D£F 

117 






PUDGEDEVIL 


LOSS LEADER 


GOLD 


1140 


113 


ACTIONS: attack, Kaboom, Magic 
Barrier, calls for backup [cureslime), 

Freezing Blizzard 

ITEM DROP: duplic hat (1.0) 

LOCATIONS: Dread Realm: Mortamor's Dreadlair, Bonus dungeon: Fungeon 


HP 

368 

MP 01 

1 so 


ACTIONS: attack, Kafrizzle, Kaztng, 

Pyre o' Fire, Multifists 

ITEM DROP: metal king helm (1.0) 

LOCATIONS: Dread Realm: Mortamor's Dreadlair 


568 


ATT 

275 


AGl 

137 

BET 

127 


EXP 

1800 


252 





























































































































Jackal kipper 


ACTIONS' attack, Muster Strength, Kacrackle 
Slash, Harvest Moon, Roundhouse Kick, icicle dirk 

ITEM DROP: ferocious fangs [1.5] 

LOCATIONS; Bonus dungeon: Fungeon 


HP 

544 


I jvipB 





380 


ns 


AG 

mr^r 

|--r- 

Ffflm 145 

EXI 

1 924 





ACTIONS: attack, Dazzle, Gust Slash, Wind 
Sickles, Tongue Bashing, Backdraft 

ITEM DROP: flail of destruction [0.5) 

LOCATIONS: Bonus dungeon: Fungeon 


HR 

720 

9AP 

30 


ATI 

340 

DEfH 

200 


846 


q Dreadstapf 


ACTIONS: attack, Freezing Blizzard, Kasap, 
Kerplunk Dance 

ITEM DROP: staff of Ghent (1.5) 
LOCATIONS: Bonus dungeon: Fungeon 



368 


50 

t 


ATT 

188 

djMB 

205 



135 


594 


162 




| ©BERKILLING MACHINE 


ACTIONS: attack, attack twice, Dragon Slash, 
Metal Slash, shoot arrow, violent slashing attack 


HR 

480 

mpH 

0 


310 


235 


ITEM DROP: miracle sword (1.5) 

LOCATIONS: Real World: Undersea Treasure Chamber, Bonus dungeon: Fungeon 


AGI 

125 


GOIO 

| 134 | 

EXP 

1176 

1 


ATT 

300 

DEF 

120 


MR 


ACTIONS: attack twice, Gust Slash, Lightning 
Slash, Metal Slash, Kasap 

ITEM DROP: dragon mail (K5) 

LOCATIONS: Bonus dungeon: Fungeon 


640 

90 


147 

1320 



























































































































ACTIONS: attack, Desparate Attack, 
flails weapon about, Fizzle 

ITEM DROP: massacre sword (1.0} 

LOCATIONS: Bonus dungeon: Fungeon 


ACTIONS: attack, Bounce, Kaboam, 
Kazing, Freezing Blizzard, Pyre o' 

Fire 

ITEM DROP: magma staff (1,5) 
LOCATIONS: Bonus dungeon: Fungeon 


ACTIONS: attack 

ITEM DROP: magic water [1.5) 

LOCATIONS: Real World: Inland sea 


ACTIONS: attack, Flee, shoot arrow IKMi 69 |HJ | 77 68 

ITEM DROP: iron helmet (2.0) E3I 0 I RIM 62 I IfflM 110 

LOCATIONS: Dream World: Inland sea {center & north), Real World: inland sea (east) 


1^0 Tormentaur 


Demon overlord 


H ( 1 % Marine mollusr 


gold 


11 [(^) Cauldrone 


GOLD 


HP 

792 


m 

INF 



ATT 

330 

DEF 

115 


AGI 

68 

EXP 

110 


AGI 

50 

EXP 

96 


68 


48 



64 


O 



77 


62 





ACTIONS: attack, fang bite, Sizz 

ITEM DROP: seed of agility (LG) CIS 4 _ EH 

LOCATIONS: Dream World: Inland sea (center), Real World: 


Dread herring 


20 


i 


i 


V 


































































































































ACTIONS: attack, Sap | M| ]Q* IgM_*2_ 

ITEM DROP: seed of fife (1.0] LllM 6 I - 

LOCATIONS: Dream World: inland sea [center & north]. Red World: inland sec (east) 


ACTIONS: attack. Tidal Wave CgM as 95 flgg 54 

ITEM DROP; wotermauf wand (1,0) 13 ^~ 

LOCATIONS: Dream World: inland sea (center & north), outer sea (north, south], Slimopolis Sea area, 
inland sea least) 


ACTIONS: attack, attack twice so 90 

ITEM DROP: pot lid (15] AW 0 I™ 1P * M 140 

LOCATIONS: Dream World: inland sea (center & north), Real World: the Sunken Ship, Seabed Shrine 


ACTIONS: attack, Defend, Kabuff 
ITEM DROP: shellmet (2 0) 
LOCATIONS: Dream World: inland sea 


ACTIONS: attack, mimic hero's voice [change 
party tactics) 

ITEM DROP: chimaera wing (2.0) 

LOCATIONS: Dream World: outer sea, Slimopolis Sea area, 


ACTIONS: attack, Poison Attack, fang bite EHfljllL. B j jiBi 107 EHPj 65 Klffll 54 ' 

ITEM DROP: steel fangs (1.5) RM u I 80 I E&H ' H- 

LOCATIONS: Dream World: inland sea (center S, north), outer sea (east, west), Slimopolis Sec areo, Real World: inland 
sea (west] 


O Marine spirit 


Thriller wave 


Yabby 


GOLD 


Mad mallard 


GOLD 


HP 

30 

mp|S 

0 


HP 

123 

MP 

0 


HP 

72 

iuipH 

3 


AGE 

54 

IXP 1 

138 


AGI 

55 

EXP 

156 


AGI 

51 

IMP 

144 



AGI 

40 


ixp " ! 

140 


ATT 

95 

DIF 

30 


HP 

104 


ATT 

30 

MP 

6 


DEF 

58 


AGI 

65 

i 

1 54 

EXP 

117 




HP 

144 

1 ATT 

107 

m 

0 

|dif 

SO 




























































































































OCTAVIAN PIRATE 


GOLD 


Ji fe>4? Armoured wartoise 


Man o' war 


GOIP 


bi© Pot shot 


GOLD 


Helldorado 


ACTIONS: attack, Flame Breath 
ITEM DROP; seed of strength [1,0) 

LOCATIONS: Dream World: outer sea, Slimopalis Sea area, Real World: outer sea [east, west) 


HP 

| 160 yg 120 

AGE 

44 ! 

I GOLD | 

MP 

o ryTiH no 

EXP 

200 ; 



104 


HP 

120 

MP 

0 


ATT 

110 

DEF \ 

96 


172 


ACTIONS: attack. Defend, Mercurial 
Thrust 

ITEM DROP; iron mask [2.0] 

LOCATIONS: Dream World: outer sea, Real World: inland sea (west), underwater (open sea], Seabed 
Shrine 


HP 

112 

MP 

a 


ATT 

90 

DEF 

250 


AG! 

25 

EXP 

1 56 


ACTIONS: attack, Bounce 

HEM DROP: tortoise shell (2.0) 

LOCATIONS: Dream World: outer sea, Real World: inland sea (west), underwater tunnel, outer sea (east, 
west], Seabed Shrine, Sunken Ship 


HP 

76 


MP 

0 



AGI 

48 

EXP 

92 


ACTIONS: attack, Flee 

ITEM DROP: moon wort bulb (2.0) 

LOCATIONS: Dream World: outer sea [north, south], Slimcpolis Sea area, Real World: inland sea (west)., 
underwater (center & inland), Sunken Ship 


ACTIONS: attack, Sleep Attack, shoot 
arrow 


108 


AGI 

92 

EXP 

150 


ITEM DROP: iron helmet (2.5) 

LOCATIONS: Dream World: outer sea, Real World: underwater (center & open sea), the Sunken Ship, 
outer sea (north, south) 


120 


An 

127 

DEF 

97 


AGI 

81 

EXP 

135 


ACTIONS: attack, Sizzle, fang bite 

ITEM DROP: steel fangs (2.0) 

LOCATIONS: Dream World: outer sea [north, south], Slimopolis Sea area, Real World: underwater 
(center), outer sea (east, west), Seabed Shrine 


























































































































ACTIONS: attack, Tidal Wave 
ITEM DROP; watermaut wand (1,0) 
LOCATIONS: Real World: outer sea 


ACTIONS: attack, assess the situation, Midheal, |j |g|_gop j ^g|j_ 
ITEM DROP: seed of life (K0) 

LOCATIONS: Real World: underwater tunnel, the Sunken Ship, outer sea (east, 


ACTIONS: attack, Sultry Dance, cals for backup 
(healdime) 

ITEM DROP; wizardly whip (1.0) 

LOCATIONS: Real World: underwater (center & open 


ACTIONS: attack, Confuse Attack, attack twice, |^|i | 96 |KyJ| i 123 j 

fang bite WISH o PfflW 94 

ITEM DROP: saw blade (1.0) 

LOCATIONS: Real World: underwater (open sea & inland), the Sunken Ship, outer seo 


ACTIONS; attack, tail whip, Burning Breath |0| | 192 |^ K 137 7 

ITEM CHOP: falcon knife earrings (1.5] BHi 0 I . IMI 120 I ™M 2t 

LOCATIONS; Real World; underwater (center & inland], the Sunken Ship, outer sea [north, south] 


ACTION5; attack, Bounce, Selflessness ^fflH_200_ 

ITEM DROP: tortoise shell [2.0] B 

LOCATIONS: Real World: underwater [open sea & inland], outer sea 


Killer wave 


Water wraith 


GOLD 


Perry pelican 


IPl Poison eveel 


GOtD 


GOLD 


GOLD 


HP 

200 

NIP 

8 


HP 

96 

MF 

0 


HP 

120 

MP 

0 


AIT 

92 


DIP’ | 

66 



I 128 j 


ATT 

100 


0 



88 



ATT 

10S 


DEF 

330 



AG 

1 95 

£XI 

_ 

160 


















































































































ACTIONS: attack, Lightning, Weird BM| 1/6 1J 
Dance, Falcon Slash f fflga p 

ITEM DROP: pink pearl [1.5} 

LOCATIONS: Real World; underwater (open sea & inland] 


ACTIONS: attack, Flame Breath, 

Body Sbm 

ITEM DROP: seed of strength jl .0) 
LOCATIONS: Real World; underwater (open 


ACTIONS: attack, Multislice, Dazzle, 200 13S liol 

Kasnooze, Zing H2~ BnM~234| 

ITEM DROP: platinum shield (1.0) 

LOCATIONS: Real World: underwater (inland), outer sea (north, south), Bonus dungeon; Fungeon 


ACTIONS: attack, Crackle, Fizzle, Wall ] 264 160 92 

Venom Mist, flails weapon about so I 133 ; . 360 

ITEM DROP: cobra claw [0,5] 

LOCATIONS: Real World: underwater (inland), outer sea (north, south), Bonus dungeon: 


GOLD 


Finned fatale 


GOLD 


OCTAVIAN SENTRY 


Merking 


AG 

I 

92 

EXI 

mmm 

190 


An 

119 

II 

wm 

134 

1 



176 



0 



r 200 

1 12S 


110 

1 60 


112 

234 



















































































Bosses 


mmzmm 


rmmmmrmm 




w* 



\ \ ’fc.- 

m 


Tower sentry 





HP 

150 

MP 

0 

ATT 

34 

DEF 

32 



CORFSICKLE 


HP 

360 

MP 

20 

ATT 

62 

DEF 

43 



25 


280 


57 


ACTIONS; attack. Muster Strength 
ITEM DROP: medicinal herb (2.5] 
LOCATION; Gardsbane Tower 


ACTIONS: attack, Poison Attack, grab, Venom Mist, Heal 
ITEM DROP: seed of life (3.5) 

LOCATION: Moonmirror Tower 



I 20~ 

^ M^520~ 
I 250~ 


ACTIONS; attack, violent slashing attack, Leg Sweep 
ITEM DROP: seed of strength (2.5) 

LOCATION; Gardsbane Tower 


ACTIONS; attack, Muster Strength, fear shout, flails weapon about 
ITEM DROP: boxer shorts (4.0) 

LOCATION: hut north of Welbhtre 



Liddle 


Bloodcreeper 


HP 

370 

MP 

18 

An 

53 

DEF 

50 


ACTIONS: attack, Dazzieflash, Sap, Buff 
ITEM DROP; seed of resilience (3.0) 
LOCATION: Lucid Grotto 


ACTIONS; attack, Selflessness, medicinal herb 
ITEM DROP: boxer shorts (4.0) 

LOCATION: hut north of Weltshire 



35 

| 2270 
1 580 


ACTIONS; attack, daw slash, DazzSeflash, Fuddle Dance 
ITEM DROP: Iron clow (2.0) 

LOCATION: cave of Amor 



ACTIONS; attack, Flame Breath, Buff, Frizzle, mimic hero's voice 
(change party tactics) 

ITEM DROP: seed of magic (2,5) 

LOCATION: The Underkeep 


\ 













































































































































ACTIONS: attack, Kasnooze, Kasap, Cool Breath 
ITEM DROP: magic water (2.5] 

LOCATION; Murdcw'i Keep 


ACTIONS: attack, Defend, Stomp, fang bite 
ITEM DROP: stone fangs (3.0) 

LOCATION: Scrimsley 


* V 


8 



Bronson 


Grim keeper 


Brick 


Murdaw's first form 


GOU> 


Murdaw/'s second form 


ACTIONS; attack, attack iwice, Chilly Breath, Lightning, 
Dazzlmish, eyes gleam 

ITEM DROP: magic water (1.5) 

LOCATION: Murdaw's Keep 


ACTIONS: attack, Defe a Seif L essr.ess Mercurial Thrust 
ITEM DROP: seed of ^ fence 2 0 
LOCATION: Arkbolt 


ACTIONS: attack, Kasap, Flame Breath 
ITEM DROP: seed of resilience (0.5) 
LOCATION: Murdaw's Keep 


HP 

900 

MP 

INF 

An 

115 

PEF 

105 


ACTIONS: attack, Double Up, Kosap, Oomph, Multi heal 
ITEM DROP: seed of wisdom (2.0) 

LOCATION: Arkbolt 


1300 


ATT 




AG 

z 

45 

EXI 


2300 

GO 

_ 

770 


HP 

520 

MP 

0 

ATT 

92 

DIF 

75 


ACTIONS: attack, venomous vapor, calls for backup 
(hedsSsme) 

ITEM DROP: seed of life [2.5) 

LOCATION: Murdaw's Keep 


310 


530 


MP 


105 


150 


AIT 


DEF 


ACTIONS: attack, Desparate Attack, Flying Knee, Ftome 
Slash, Sultry Dance 

ITEM DROP: seed of strength (1.5) 

LOCATION: Arkbolt 


1200 


120 


ATT 


0EF 


AG 

1 

47 

1X1 

1 

1000 

GO 

B 

0 






























































































































Commander Brutes 



HP 

1800 

JVIP 

80 

ATT 

j_140 

DEF 

r los 



ACTIONS: ottock. Multislice, Falcon Slash, Kasap, Thin Air, 
Roundhouse Kick, powerful burst 

ITEM DROP: seed of life [1.5) 

LOCATION: Arkboll 


Third Test 



I 13QU~ 

I 150 _ 


100 


; AG 

z 

95 

EXI 

1 

1250 

GO 

9 

680 


ACTIONS: attack, attack twice, horn attack, Kasap, Bound, Lightning 
ITEM DROP: seed of wisdom [1.0] 

LOCATION: Hallowed Hollow 



ACTIONS: attack, attack twice, grab, Flame Breath, fire claw 
ITEM DROP: fire claw (3.5) 

LOCATION: Isle o' Smiles 


ACTIONS; attack, Frizzle, Kcsizzle, calls for backup (low djinks) 
ITEM DROP: seed of magic [1.5) 

LOCATION: The Spiegelspire 



3700 


First Test 


GOLD 


HP 

3000 

MF 

50 

ATT 

210 

DEF 

210 


AGI 

72 

EXP 

550 

GOLD 

220 


HP 

1000 

MP 

INF 

AH 

90 

, DEF 

20 


ACTIONS: attack, Frizz, Sizz, Fuddle Dance 
ITEM DROP: seed of agility (2.0) 
LOCATION: Hallowed Hollow 


ACTIONS: attack, Kacrackle, Chilly Breoth, flails weapon about, 
mows down party with trident 
ITEM DROP: Gracos's trident (4.0) 

LOCATION: Seabed Shrine 



Demon-at-arms 


ACTIONS: attack, attack twice, violent slashing attack, Flame 

Breath, Kacrackle, Kasap 

ITEM DROP: medicinal herb (0.5) 

LOCATION; Weaver’s Peak (Real World) - talk to hero fighting 
demon-afcjrms 


ACTIONS: attack. Muster Strength, Wind Sickles, eyesgleom 
ITEM DROP: seed of strength [1.5) 

LOCATION: Hallowed Hollow 


HP 

400 

mp 

50 

ATT 

160 

DEF 

270 ' 


HP 

1500 

MP 

0 

ATT 

100 

DEF 

120 


AG 

| 

63 

EXE 

I 

750 

GO 

9 

380 


AG 

z 

57 

EXI 

1 

1800 

GO 

9 

320 






























































































































ACTIONS; attack, attack twice, violent slashing attack, 
Flame Breath, Kacrackle, Kasizzle, Kasap 

ITEM DROP: medicinal herb (0,5) 

LOCATION: Weaver's Peak (Real World) - talk directly 
with demon-at-arms 


ACTIONS: attack, Desperate Attack, quick attack, dark 
haze, Lightning, fear shout 

ITEM DROP; mini medal (4,0) 

LOCATION: Gallows Moor 


2200 


ACTIONS: attack, Thin Air, tramples party, Magic 
Barrier 

ITEM DROP: seed of defence (0.5) 

LOCATION: Stormsgate Citadel 


ACTIONS: attack, flails weapon about, Stone's Throw, 
violent slashing attack, Sandstorm 

ITEM DROP: medicinal herb (0.5) 

LOCATION: Gallows Moor 


ACTIONS: Disruptive Wave, Harvest Moon, pounce on 
party member, Bound, Wind Sickles 

ITEM DROP: seed of strength (2.5) 

LOCATION: Stormsgate Citadel 


ACTIONS: attack, Double Up, Leg Sweep 
ITEM DROP: medicinal herb (0.5) 
LOCATION: lake north of Greed more Valley 


Demon- at-arms 


Gallows giant 


Stormsgate Citadel 


Prison guard 


Dhuran 


Averill 


AGI 

79 

EXP 

1800 

GOLD 

320 


AGI 

120 

EXP 

5500 

GOLD 

2300 


HP 

3000 

MP 

INF 

ATT 

260 

DEF 

200 


HP 

2000 

MP 

0 

ATT 

125 

DEF 

T 10 


HP 

1500 

NIP 

INF 

ATT 

ISO 

DEF 

300 


HP 

2800 

MP 

0 

ATT 

220 

DEF 

ISO 


AGI 

115 

EXP 

8300 

GOLD 

S80 


HP 

7S0 

MP 

0 

ATT 

210 

DEF 

150 


AGI 

100 

EXP 

500 

GOLD 

0 










































































































ACTIONS: attack. Fuddle. Kathwack. Multi heal, assess the 

situation, paralysing gaze 

ITEM DROP: seed of magic (0.5) 

LOCATION: Gallows Moor 


ACTIONS: attack twice, Stomp, Dragon Slash, Flame Slash, 
Kasap, Kazing, Inferno 
ITEM DROP: silk Tuxedo [4.0] 

LOCATION: Gallows Moor 



ACTIONS: attack twice. Roundhouse Kick, Multislice, Mercurial 
Thrust, Flame Slosh, Metal Slash 
ITEM DROP: seed of strength (0.5) 

LOCATION: Gallows Moor 


ACTIONS: attack, Boulder Toss, Selflessness, stamps on party 
member, Midheal, Meditation 

ITEM DROP: mini medal (4,0) 

LOCATION: Pri son of Sorrow 



4400 


550 


ACTIONS; attack, Muster Strength, stomp on party member, 
Stomp, Selflessness 

ITEM DROP: mini medal [4.0] 

LOCATION; Prison of Sorrow 
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STAGE ONE 


STAGE TWO 


STAGE THREE 


ACTIONS: attack, charge attack, Buff, Oomph, Kasap, 
Scorch, Mercurial Thrust, Roundhouse Kick, Defending 
Champion 

ITEM DROP: 

LOCATION; Mortomor's DreadloEr 


HEAD ACTIONS: attack twice, eyes gleam, roars 
ferociously, Kaboam, Kafrizzle, Disruptive Wave, 
Freezing Blizzard, Pyre o' Fire 

RIGHT HAND ACTIONS: attack, talon attack, talon 
slam, powerful thrust, Multiheal 

LEFT HAND ACTIONS: attack, claw slash, talon attack, 
talon slam 

ITEM DROP: 

LOCATION: Morfamor's Dread lair 


ACTIONS: attack three times, eyes gleam, quick attack, 
Disruptive Wave, Kafrizzle, Kazap, Scorch, roars 
ferociously, GGCofd Breath, Harvest Moon, pounce 
on party member, Pearly Gates, Wind Sickles, Oomph, 
Falcon Slash, Meta! Slash, Dragon Slash 

ITEM DROP: 

LOCATION: Fun-aeon 


STAGE TWO FORM 


ACTIONS: attack, attack twice, Venom Mist, insane 
attack, searing flame, frigid ice, balls of energy, Bounce, 
Kaboom, Meditation 

ITEM DROP: 

LOCATION; Mortamor's Drecdlatr 








































This healing herb restores a little of one party member s T1R 

A vital item that no adventurer should be without Never leave town without at least three or 
four of these valuable items and be sure to consume one whenever the herd's HF gets too low 
Medicinal herbs restore roughly 30 to 40 IIP, depending on the person consuming it. 


This healing herb can cure a party member of poison. 

Not every enemy encountered in the wild can inflict poison, but one should always be 
prepared just in case. Carry at least two or three antidotal herbs at all times, or else yc 
afflicted hero may not make It to the next town in time to save himself. Poison can raf 
drain the JiP from even the most indomitable heroes in the land! 


This lunar root can cure a party member of paralysis. 

Paralysis renders a character unable to take a turn in combat and extremely susceptible 
to follow-up attacks. Administer the moonw r ort bulb so the character can regain proper 
movement. 


This wondrous water wards off weaker enemies for a wee while. 

There comes a time In every hero s life when he is simply too powerful to bother with low-level 
enemies—the measly Gold coins and experience they yield isn't worth the trouble of lighting 
them. For those who are of a high level and in a hurry, there is the holy water. Use this item 
to limit the number of battles encountered and to prohibit weak enemies from attacking. 
Beginning adventurers should not use this item. 


Can be used to return to any previously-visited location. 

The chimaera. wing is a convenient item to use early in the adventure, before any of the party members 
learn the Zoom spell. This special item enables the party to fly into the air and be instantly transported 
to a previously-visited location. You cant return to every location you've been, but its possible to 
revisit nearly all towns, castles, and other important places, beep in mind that the chimaera Wing 
cannot be used Indoors-the party must be outside to avoid banging their heads! 


Antidotal herb 


Moonwort bulb 


Holy water 


<d Chimaera wing 













































Amok seco essence 


BUY 120) SELL {90 

—— v_y~ - 




Thk hjctu tnnnn h.ic fho nni^or I'A rodnrij HP 







4 Magic water 


BUY OVSINO SELL 


BUY CASINO SELL 1 




Recovers a little of one party member's MR 

Phials of magic water are quite a rare find, so do not waste them. Immediately transfer them 
to the strongest member of the party so these Items can be used as needed-the last thing 
you want is for the magic water to be carried by a character who falls in battle or who isn't In 
the active party. Consuming the magic water during battle restores 10-15 MP or in the field to 
recover 40-50 MF. 


Yggdrasil leaf 


Yggdrasil dew 




A dainty dew that will fully restore all party members' HP 


§. 

it L 


I'.Xt’ 
I v>' 

> 


A magical leaf that can resurrect a party member. 

These precious leaves are extremely rare and worth their weight in gold. Keep them on the 
hero's possession (or your strongest character if not the hero} so he can administer one to a 
fallen party member. The special leaf will automatically bring them back to life with a portion 
of their HP intact. Unlike casting Zing, the Yggdrasil leaf always works on the first try. 


Save this precious item for the difficult battles late in the game. The Yggdrasil dew will come 
in handy if the hero or other character with healing abilities run out of MP. Tty to use it when 
it will be most effective™ wait for multiple characters to be low on health before administering 
the special serum. You can oniy have one of these at a time, but you can return to the boy on 
the first floor of Cloudsgate Citadel to replace it each time it is used. 



Tills rock restores some of each party member's HP in battle. Can be used over and over in battle. 

Using the sage's stone Is essentially a lesser Multlheal, as it restores a moderate amount of HP 
to each character. Give this item to a character without healing abilities so that he or she can 
one day save the party from defeat The sage's stone doesn't refill the par.;, s HP but it does 
provide just enough HF to keep a party member alive. 

Location: Win Level 7 of Best Dressed Contest 


\ Sage's stone 








When used, this extra-special item enables \ou to rewind time and return -c :he beginning 
of the current battle. This provides the opportunity to rr^ke adjus^renis r. lactks and, 
perhaps, avoid a character s unrimeh demise. The sands :•* dme be ->e: rrrjdJpie times to 
offer a second chance in battle. 

Location: Medford's Manor- turn 




















0 Seed of life 


J Seed of agility 


0 Seed of magic 


Any party member can eat this to increase maximum HP. 

Arguably the most important of all the single use items, the seed of life bestows on those 
who eat it a whopping 4-6 point increase in their maximum HF rating. Use this valuable item 
immediately to increase the longevity of a party member. Some prefer to use this item on 
their strongest characters to make them much harder to KO, while others may choose to heip 
increase the maximum HP of the weaker characters who are perhaps lacking in armour, 


Any party member can eat this to increase maximum MR 

This special seed can be consumed to Increase a character's maximum ME This is a particularly 
valuable item for die magic users in your party. The seed of magic delivers a 3-5 point increase in 
the maximum MF of its user. Consider the spells you like to use the most and how many MP they 
cost to cast, then gjve the seed of magic to the character who has learned the most costly spells. 


Any party member can eat this to increase strength* 

This valuable seed can raise a person's strength rating by 1-3 upon consumption. Increasing 
a character's strength rating has a direct impact on his attack rating and makes it possible foi 
him to inilict greater damage during combat. Always give these items to character classes who 
participate in the most combat, such as warriors, 


4 Seed of resilience 


Any party member can eat this to increase resilience. 

The ability to increase a character's resilience without having to spend a lot of Gold coins on 
expensive armour Is a great thing, The seed of resilience isn't a particularly common item, so 
don't waste it, Always give it to the party members you use the most and, of those, the one 
with the lowest defense rating. Consuming a seed of resilience raises a characters resilience 
rating by 3~5 points. 


Any party member can eat this to increase agility. 

This potent seed provides those who consume it with the vital nutrients needed to increase their 
agility rating by 1 -3 and thereby elude enemy attacks with greater ease. Characters with high agility 
ratings also get to take their turn first during combat and, in special situations, get to make two 
moves before the enemy takes a turn. There are no steadfast rules to consider when deciding who 
should consume the seed of agility, but consider giving it to those characters with lower defense 
ratings, provided you use those characters often. 


Any party member can eat this to increase wisdom. 

Give your spell users extra doses of Wisdom from time-to time with seeds of wisdom. Wisdom 
helps in the effectiveness of magic in battle. Consuming this seed increases a character s 
wisdom by 1-3 points. 


3 ! 






























Any party member can eat this to increase style. 

Cat these to increase a character's style by 1 point. Use these on characters that you plan on 
using in the Best Dressed Contest-especially if you are having trouble reaching the necessary 
score to win a level. 



/ Thief's key 


(200 OR 10 WITH HAGGLING) SELL 150 


Magic key 


Opens certain doors that would otherwise remain tightly sealed. 
Location: tiowcastle - from King after completing Hallowed Hollow, 


Ultimate key 


Opens certain doors that would otherwise remain tightly sealed. 

Location: Haggleton - purchase from vendor. Turnscote - dresser inside house in well. 


Opens certain doors that would otherwise remain tightly sealed. 
Location: Sunken Ship - lower level chest 



Opens certain doors that would otherwise remain tightly sealed, 
Location: Amor - complete northern cave 


Mirror key 





























rain doors that would otherwise remain tightly sealed. 
Gallows Moor - receive from second guard 


An illustrated guide to monsters. Use this while in the field to find information on monsters 
that you have faced. 

Location: haggleton - Dresser in 1 st room of Inn (requires Thief's Key] 


A selection of wooden and silk creations from the artisans of Weaver's Peak. 
Location: Weaver's Peak - receive from mayor 


A pass that provides proof of permission to enter the grounds of Somnia Castle. 
Location: Weaver's Peak - receive from mayor 


Jailor s key 


Big Book of Beasts 


Village goods 


Crown 


Entry pass 






























Dream dew 


Boarding pass 


Ha's mirror 


Royal Missive 


Golden pickaxe 


A luminous liquid that makes the invisible visible. 
Location; Lucid Grotto - defeat boss 


A ferry ticket for travel between Fort Haven and Somnia. 

Location; Purchase at counter in Fort Haven or port east of Somnia 




Location: Hazy Heights 


A sturdy instrument used to chip away at rocks and thin walls. 
Location: Destiny's Drop 


This legendary looking glass always reflects the truth. 
Location: Moon mirror Tower 


A letter penned by King Soninas of Somnia, 
Location; Somnia - receive before leaving for Ghent 


JJC 

















A small shard retrieved from the summit of Destiny's Drop, 
Location: Destiny's Drop - at summit 


Play this harmonious harp at sea to venture beneath the waves. Use this item while on the 
Providence to explore the underwater, 

Location: Received from Ova the mermaid after returning Linda to her home. 


An unusual urn that can only be handled t>y sorcerers from Sorceria. 
Location: Seabed Shrine 


A beautifully-embroittered floor carpet. 
Location: Win level 3 of Best Dressed Contest 


This mystical mat can carry passengers over low-lying areas. The flying carpet can travel over 
water, but not through trees and mountains. 

Location: Sorceria - take plush rug to couple in western building 


This offensively“Odoured offering is just a tad bit ominous. 

Location: Castle Qraceskull - from cook to give guard on fourth floor 


Lorelei's harp 


Sand urn 


Plush rug 


Flying carpet 


Ceremonial offering 



























These rugged reins are used to pilot Pegasus across me starry sKies. Use in field to take flight 
aboard Pegasus. 

Location; Cloudsgate Citadel - after completing Pillar of Pegasus 


This wooden smoking pipe is a beloved Keepsake oF old Max Wynne, 
Location: Desparia - talk to old man in basement of northern home 


This set of workman's tools Is a beloved keepsake of old Max Wynne. 
Location: Duilerton - talk to woman inside western building 


A freshly'folded set of four prison guard uniforms, 
Location: Qailows Moor - receive from guard 


This scroll unlocks the path to learning the way or the dragon. This item can only be used 
once, 

Location; Medford's Manor-turn in 90 mini medals, Mortamor's Dreadiair, Reaper's Peak 


■ 


This scroll unlocks the path to learning the way to the liquid metal slime. This Hem can only be 
used once. 

Location: northern cave (dream world) - third floor after completing mai n game 


Wynne's tools 


BUY 30000 SELL 


Liquid Metal Wind 





























SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly r 
Ashlynn, Nevan 

LOCATIONS: Weaver's Peak (Dream World] Weapon and Armour Shop, Weaver's Peak (Real 
World) Weapon Shop, budding sorceror (drop), goblin pixie (drop), magic marionette (drop) 



Oaken club 


. 

SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 

Amos, Lizzie, Goowain 

LOCATIONS: Haggleton Weapon Shop, Somnio (Dream World) 

(Dream World], dead resident (drop), (indentured servant (drop), troll [drop| 



SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 

Amos, Lizzie, Goowain 

LOCATIONS: Haggleton Weapon Shop, Somnia [Dream World) Weapon Shop, Weaver's Peak 
[Real World) Weapon Shop, slime knignt (drop) 


SPECIAL: — ^ 4-33 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, ~~ 

Amos, Goowain 

LOCATIONS: Amor Weapon Shop, Ghent Weapon Shop, Alltrades Abbey Weapon Shop, Scrimsley 
Weapon Shop, Arkbolt Weapon Snap, metal slime knight (drop) 


Copper sword 


Steel broadsword 


BUY 

2000 

SEU 

1500 

COST TO fORGE 

- 

ATTACK 

+33 

STYLE 

+16 


BUY 

270 

5 ILL 

202 

COST TO FORGE 

- 

ATTACK 

+13 

STYLE 

+9 




























































SPECIAL: Use during battle to attack a group of enemies with fire. 

PARTY MEMBERS WHO CAN EQUIP: Hero, M% Terry, 


BUY 

4400 

SELL 

3300 

COST TO FORGE 

- 

ATTACK 

+42 

STYLE 

+23 


Amos, Lizzie, Goowain 

LOCATIONS: Ghent Weapon Shop, Alltrades Abbey Weapon Shop, Scrimsley Weapon Shop, 
Arkbolt Weapon Shop, Clear vale Weapon Shop 




BUY 

9800 

SELL 

2350-7500 

COST TO FORGE 

800 

ATTACK 

+54 

STYLE 

“2-+33 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Carver, Terry, Lizzie 

LOCATIONS: Castle Swanstone Weapon Shop, Well Weapon 
Shop east of Port Haven, Mt> Snowhere Weapon and Armour Shop, Turnscote Weapon Shop, poison 
eveel (drop) 


Platinum sword 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 
Ashlynn, Terry, Amos, Goowain 

LOCATIONS: Medford's Manor (30 mini medals], dragooner [drop] 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

ATTACK 

+60 

STYLE 

+45 




SPECIAL: Use during battle to leave a trail of icy blades to 
freeze the enemy, 

PARTY MEMBERS WHO CAN EQUIP: Carver, Ashlynn, 
Slime Recruits 

LOCATIONS: Slimopolis (Rank D], freezing fog (drop) 


BUY 

- 

SELL 

6750 

COST TO FORGE 

- 

ATTACK 


STYLE 

+31 


Dream blade 


i 


BUY 

6300 

SELL 

4725 

COST TO FORGE 

- 

ATTACK 

+65 

STYLE 

+26 


SPECIAL: A soporific sword that sometimes sends enemies 
to sleep. 

PARTY MEMBERS WHO CAN EQUIP: Hera, Terry, Amos, 

Goowain 

LOCATIONS: Clearvale Weapon Shop, Castle Swanstone Weapon Shop, Sorceria Weapon Shop, 
ML Snowhere Weapon and Armour Shop, Turnscote Shady Weapon Shop 


Falcon blade 


single turn. 


Terry, Amos, Goowain 

LOCATIONS: Turnscote Casino (10000 tokens], overkilling machine (drop) 



BUY 

- 

it 

a 

A U . 

SELL 

18750-19650 

COST TO FORGE 

4800 

ATTACK 

+67 

STYLE 

+32-+6Q 


























































SPECIAL: This baffling blade occasionally sends the enemy into 
a state of confusion. 

PARTY MEMBERS WHO CAM EQUIP: Milly Ashlynn, Terry 
LOCATIONS: Felonia Weapon Shop 


SPECIAL: A fine choice for dealing devastating damage to the 
undead. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Terry, Amos, 

Goo wain 

LOCATIONS: Well Weapon Shop east of Port Haven, Sorceria Weapon Shop, Turnscote Weapon 
Shop, Weaver's Peak (Real World) Village Shop, Felonia Weapon Shop, Despairia Weapon Shop 


SPECIAL: Use during battle to leave a trail ol searing flomes. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

Terry, Amos, Lizzie, Goo wain 
LOCATIONS: Well Weapon Shop east of Port Haven, Felonia Weapon Shop 


i 

j 



Massacre sword 


SPECIAL: This weapon is cursed and will curse the character 
that equips it, reducing his/her defence to zero. Simply equip 
another weapon to get rid of curse. 

PARTY MEMBERS WHO CAN EQUIP: Carver, Terry, Amos, Lizzie, Goowain 
LOCATIONS: Greedmore Valley Weapon Shop, tormentaur (drop) 


BUY 

29000 

SELL 

21750 

CQSTTQ JORGI 

- 

AT1ACK 


STYLE 

+15 



SPECIAL: Use in battle to cast lightning on a group 
of enemies. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Milly, Nevan 
Terry, Amos, Goowain 

LOCATIONS: Terry 


SPECIAL: This blade inflicts increased damage 
on dragons. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 
Amos, Lizzie, Goowain 

LOCATIONS: Pillar of Pegasus, hell gladiator (drop) 


SuNDERBOI/r BLADE 


Dragonsbane 


BUY 

- 

SELL 

- 

COST TO f ORGE 

12000 

ATTACK 

+95 

STYLE 

+40-+65 


BUY 

- 

SELL 

11250-11625 

COST TO FORGE 

2000 

ATTACK 

+95 

STYLE 

+3S-+55 























































SPECIAL: Replenishes its beorer's HP with each attack... 
miraculously! 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 

Ashlynn, Nevar, Terry, Amos, Goowain, Slime Recruits 

LOCATIONS: Medford's Manor [40 mini medals}, iiberkilling machine (drop) 


BUY 

_ 

sat 

- 

COST TO FORGE 

1600 

ATTACK 

+ 100 

STYLE 

+38-+S1 


■' :V 






Blizzard blade 


SPECIAL: A snowy sword that deals an extra spot of iee-based 
damage. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 
Amos, Lizzie, Goowain 

LOCATIONS; Despairia Weapon Shop 


BUY 

21000 

SELL 

15750 

COST TO FORGE 

- 

ATTACK 

+ 105 

STYLE 

+ 



SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 
Ashlynn, Kievan, Terry, Amos, Lizzie, Goowain, Slime Recruits 

LOCATIONS: Mar tamer's Dread lair 



SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero 
LOCATIONS: Ever frost Grotto 


Rusty sword 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

ATTACK 

+130 

STYLE 

+40 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

ATTACK 

+63 

STYLE 

+ 12 



Sword of Ramias 


BUY 

* 

SELL 

- 

COST TO FORCE 

10000-24000 

ATTACK 

+ 13Q-+1 3S-+145 

STYLE 

+32-+52-+70 


SPECIAL: One of four pieces of legendary equipment. Take this 
to the Fashion Forge to improve its attack. Use in battle to cast 
the Oomph spell on a party member, 

PARTY MEMBERS WHO CAN EQUIP; Hero 

LOCATIONS: Turnscote {Talk to Welda after getting the last piece of legendary equipment.} 



SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn 
Nevan, Goowain 

LOCATIONS: Lucid Grotto, MiSfy 


BUY 

- 

SELL 

112 

COST TO FORGE 

- 

ATTACK 

+ 12 

STYLE 

+B 























































SPECIAL; This knife may paralyze its target from time to time. 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, 
Nevan, Goowain, Slime Recruits 

LOCATIONS: Sornnia [Real World), giant moth (drop) 


SPECIAL; — 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver Nevan, 
Terry, Lizzie 


LOCATIONS; Weaver's Peak (Dream World) Weapon and Armour Shop, Haggbton Weapon Shop, 
Carver, Port Haven, Weaver's Peok (Peat World] Weapon Shop, babygoyie (drop), darkgoyle (drop) 



BUY 

- 

SELL 

- 

cast TO FORGE 

3200 

ATTACK 

+58 

STYLE 

-10+40 


| 


I 



SPECIAL If aimed well, this spear can inflict a critical hit. 

PARTY MEMBERS WHO CAN EQUIP: Ashlynr, Nevan, 
Terry 

LOCATIONS: Mortamor's Dreadbir 


Demon speak 


BUY 

- 

SliL 

- 

COST TO FORGE 

3200 

ATTACK 

+99 

STYLi 

+19+61 



SPECIAL- 

PARTY MEMBERS WHO CAN EQUIP: Carver, Amos, Lizzie 

LOCATIONS: Amor Weapon Shop, Ghent Weapon Shop, 
Clearvale Weapon Shop 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Carver, Amos, Lizzie 
LOCATIONS: Somnia (Dream World) Weapon Shop 


220 

US 


+l 0 

-5 


} 























































War hammer 


Hela's hammer 


12000 


9000-9187 


tOQO 


+64 


► 19-+50 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Carver, Terry, Amos, 

Lizzie 

LOCATIONS; Well Weapon Shop east of Port Haven, Ml. Snowhere Weapon and Armour Shop, 
Turnscote Weapon Shop, Weaver s Peak (Rea! World] Village Shop, Felonia Weapon Shop, Despairia 
Weapon Shop 


SPECIAL: This hammer may be hard to aim but it really hurts 
when it connects, 

PARTY MEMBERS WHO CAN EQUIP: Carver, Terry, Amos, 
Lizzie 

LOCATIONS; Greed more Valley Weapon Shop, stout troll (drop) 



SPECIAL: This winged weapon can be used to attack all flffflBBBBpflfl ^15 

enemies at once. - 7 - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Terry, Amos, H ™ B1 - 1 - 

Slime Recruits 

LOCATIONS: Somnia (Dream World) Weapon Shop, Port Haven Weapon Shop, metal slime (drop) 
brimstone bulb (drop) 


BUY 

420 

SELL 

31S 

COST TO FORGE 

- 

ATTACK 

+15 

STYLE 

+5 



Edged boomerang 


BUY 

1500 

SELL 

1125 

COST TO FORGE 

- 

ATTACK 

+25 

STYLE 

+ 19 


SPECIAL: This winged weapon can be used to attack all 
enemies at once. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Terry, Amos, 

Slime Recruits 

LOCATIONS; Somnia (Real World) Weapon Shop, Amor Weapon Shop, Northern Cave, Scrimsley 
Weapon Shop, Aridea Weapon Shop, Turnscote Shady Weapon Shop, Slimopolis (Rank G) 


Flametang boomerang 


SPECIAL; This winged weapon con be used to attack all 
enemies at once. 

PARTY MEMBERS WHO CAN EQUIP; Hero, Terry Amos, 
Slime Recruits 

LOCATIONS: Well Weapon Shop east of Port Haven 


BUY 

13000 

SILL 

9750-10125 

COST TO FORGE 

2000 

ATTACK 

+65 

STYLE 

+25-+5 




SPECIAL; — 

PARTY MEMBERS WHO CAN EQUIP: Carver, Amos, Lizzie, 

Goowain 

LOCATIONS: Somnia (Dream World) Weapon Shop, Port Haven Weapon Shop, Howsworth Item 
Shop, arrghgoyle (drop), sinisculpture (drop) 






























































SPECIAL: - 

PARTY MEM8ER5 WHO CAN EQUIP: Hero, Carver, 

Amos, Lizzie 


Thorn whip 


4300 


3225 


+49 


+ 15 


LOCATIONS: Arkbolt Weapon Shop, Wayfarer's Pass, Aridea Weapon Shop, Clearvole Weapon Shop 
Castle Swanstone Weapon Shop, Turnscote Weapon Shop, axesaurus (drop), tyrontosaurns (drop) 


SPECIAL; This deadly whip can attack a whole group of 
enemies at once. 

PARTY MEMBERS WHO CAN EQUJP; Mill* Ashlynn 
LOCATIONS: Port Haven Weapon Shop, Somnia (Real World) Weapon Shop 


BUY 

350 

SILL 

262 

COST TO FORGE 

- 

ATTACK 

+ 18 

STYLE 

+7 




SPECIAL: This deadly whip can attack a whole group of 
enemies at once. 

PARTY MEMBERS WHO CAN EQUIP: Ashlynn, Nevan, 
Lizzie, Goowoin 

LOCATIONS; Somnia (Real World) Weapon Shop, Amor Weapon 


BUY 

1200 

SEiL 

900 

COST TO FORGE 

- 

ATTACK 

+28 

STYLE 

+ 18 


Shop, Isle of Murdaw, Hallowed Hollow 



Spired steel whip 




BUY 

7400 

SELL 

5550 

COST TO FORGE 

- 

ATTACK 

+65 

STYLE 

+22 


SPECIAL: This deadly whip can attack a whole group of 
enemies at once. 

PARTY MEMBERS WHO CAN EQUIP: Ashlynn 

LOCATIONS: Arkbolt Weapon Shop, Clearvole Weapon Shop, Mt, Snowbere Weapon and 
Armour Shop 




SPECIAL: This deadly whip can attack a whole group of 
enemies at once. 

PARTY MEMBERS WHO CAN EQUIP: Ashlynn, Slime 
Recruits 

LOCATIONS: Sorcerio Weapon Shop, perky pelican (drop) 


SPECIAL: This deadly whip can attack a whole group of 
enemies at once. 

PARTY MEMBERS WHO CAN EQUIP; Ashlynn 
LOCATIONS: Undersea Treasure Chamber 


Griinghaih whip 


BUY 

13000 

SILL 

9750 10500 

COST TO FORGE 

4000 

ATTACK 

+97 

STYLE 

+45+70 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

ATTACK 

+145 

STYLE 

+57 



1 



























































Iron claw 


BUY 

700 

SILL 

' Mljt HP 

525 

COST TO FORGE 

- 

ATTACK 

+21 

STYLE 

+ 15 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Carver, Amos, Slime 
Recruits 

LOCATIONS: Port Haven, Port Haven Weapon Shop, Somnia (Red World) Weapon Shop, Amor 
Weapon Shop, Cave North of Amor, Seri ms ley Weapon Shop, silencing ram (drop), lesser demon 
(drop), jumping jackal (drop) 


SPECIAL: Use in bottle to fire a boll of fire at an enemy. 

PARTY MEMBERS WHO CAN EQUIP: Carver, Arnos, Slime 
Recruits 

LOCATIONS: Murdav/s Keep, Pillar of Pegasus, jumping jocko! (drop), jamirus (drop) 


BUY 

- 

SELL 

4275 

COST TO FORGE 

- 

ATTACK 

+53 

STYLE 

+21 




SPECIAL: This claw's toxic talons may leave its target poisoned. 

PARTY MEMBERS WHO CAN EQUIP: Ashlynn, Slime 
Recruits 

LOCATIONS: aggrasculpture (drop), merking (drop) 


BUY 

- 

SILL 

- 

COST TO FORGE 

- 

ATTACK 

+90 

STYLE 

+29 



Chain sickle 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 

Amos, Lizzie, Goowain 

LOCATIONS: Port Haven Weapon Shop, Somnio [Real World) Weapon Shop, Amor Weapon Shop, 
Gallows Moor, pesky jester (drop), boarker (drop) 



Morning star 


enemies at once. 

PARTY MEMBEF 

Lizzie 


p 

BUT 

3000 


Sell 

2250 

> of 

COST TO FORGE 

- 

ATTACK 

+38 


STYLE 

+14 


LOCATIONS: Ghent Weapon Shop, Alltrades Abbey Weapon Shop, Hazy Heights, Arkbot Weapon 
Shop, Arideo Weapon Shop, Turnscote Shady Weapon Shop 


Flail of destruction 


L 


SPECIAL: This fearsome flail can be used to attack all enemies 
at once. 

PARTY MEMBERS WHO CAN EQUIP: Carver, Terry, Amos 
Lizzie, Goowain 

LOCATIONS: Greed more Valley casino (300000 Tokens), mecho : 


BUY 

- 

SELL 

- 

COST TO FORGE 

10000 

ATTACK 

+ 125 

STYLE 

+26+68 























































SPECIAL: Use during battle to heal a party member, 

PARTY MEMBERS WHO CAN EQUIP: Nevan, Slime Recruits 
LOCATIONS: Nevan, dreadstaff (drop) 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Mil y Nevan 

LOCATIONS: Ghent Weapon Shop, blooming sorceror (drop) 
hermit pixie (drop) 


Staff of Ghent 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

ATTACK 

+ 1S 

STYLE 

+ 16 


BUY 

850 

SELL 

63/ 

COST TO FORGE 

- 

ATTACK 

+22 

STYLE 

+8 



SPECIAL: Use during battle to send lightning bolts at a group of 
enemies, 

PARTY MEMBERS WHO CAN EQUIP; Nevan 
LOCATIONS: Murdaw's Keep (after completion) 


BUY 

- 

SILL 

- 

COST TO FORGE 

- 

ATTACK 

+29 

STYLE 

+24 


! 



SPECIAL: Use during battle to cast the Woosh spell on an 
enemy. 

PARTY MEMBERS WHO CAN EQUIP: Milly. Nevan 
LOCATIONS: Medford's Manor (15 mini medals) 


Staff of divine wrath 


BUY 

- 

SELL 


COST TO FORGE 

- 

ATTACK 

+35 

STYLE 

+20 





SPECIAL: Use during battle to cast a ball of fire at all enemies, 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 

Ashlynn 

LOCATIONS: Shrine near western edge and equator (Ultimate Key], demon overlord (drop) 


6000 

4500 


SPECIAL: Use during battle against a group of enemies to spray 
a mysterious mist that car keep them from casting spells. 

PARTY MEMBERS WHO CAN EQUIP: Ashlynn, Nevan, 

Amos 

LOCATIONS: Castle Swanstone Weapon Shop, Sorceria Weapon Shop, battering ram (drop], 
gryphon (drop) 





























































SPECIAL: Use during bottle to resurrect a fallen ally to half 
health. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Miily, Nevan 
LOCATIONS: Reaper's Peak (Item Shop), demon steward (drop) 


Staff of resurrection 


BUY 

45000 

Sill 

33750 

COST TO FORGE 

- 

ATTACK 

+66 

STYLE 

+38 



Watermaul wand 


SPECIAL: Use in wafer baffles to send c tidal wave 
onto enemies. 

PARTY MEMBERS WHO CAN EQUIP: Ashlynn, Nevan, 

Terry 

LOCATIONS: Poseidon's Palace, Felonia Weapon Shop, thriller 


I45G0 


10500 


+74 

+42 


wave (drop), killer wave (drop} 



SPECIAL: - “— 

PARTY MEMBERS WHO CAN EQUIP: Ashlynn, Slime ifffliHMi Ts 

Recruits 

LOCATIONS: Alltrades Abbey Weapon Shop. Tumscote Shady Weapon Shop, rotten cotton (drop). 
skuJIrider (drop), demonrider (drop) 


Bone stake 


BUY 

110 

SELL 

82 

COST TO FORGE 

- 

ATTACK 

+6 

STYLE 

+3 



SPECIAL: — 

PARTY MEMBERS WHO CAN EQUIP: Slime Recruits 

LOCATIONS: Alltrades Abbey Weapon Shop, Scrimsley 
Weapon Shop 


BUY 

240 

SELL 

ISO 

COST TO FORGE 

- 

ATTACK 

+12 

STYLE 

+3 



SPECIAL: — KPM -^- 

PARTY MEMBERS WHO CAN EQUIP: Slime Recruits iBMHH ,s 
LOCATIONS: Serimslev Weapon Shop, Sorceria Item Shop,. Mt. 

Snowhere Weapon and Armour Shop, Tumscofe Shady Weapon Shop, flyihon [drop), diethon (drop), 
drackal (drop), eveel (drop), helldorodo (drop) 


BUY 

2000 

SELL 

1500 

COST TO FORGE 

- 

ATTACK 

+35 

STYLE 

+8 



Ferocious fangs 


SPECIAL: These fangs moy paralyze their target from time to 
lime. 

PARTY MEMBERS WHO CAN EQUIP: Slime Recruits 
LOCATIONS; Greedmore Valley Weapon Shop, dreadful drackal (drop), jackal ripper (drop) 






MMNferfHtfl 

















































Orichalcum fangs 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Terry, Slime Recruits 
LOCATIONS: Aridea (after leaving Reaper's Peak) 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Milly, Slime Recruits 

LOCATIONS: Aridea Weapon Shop, Sorceria Weapon Shop, 
Turnscote Shady Weapon Strop 


BtlY 

- 

SELL 


COST TO FORGE 

- 

ATTACK 

+135 

STYLE 

+37 


BUY 

$500 

SELL 

4125 

COST ID FORGE 

- 

ATTACK 

+60 

STYLE 

+30 



SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Carver, Terry, 
Goawain 

LOCATIONS: Greedmore Valley Weapon Shop 


BUY 

37000 

SELL 

27750-31500 

COST TO FORGE 

20000 

ATTACK 

+ 110 

STYLE 

+2S-+65 




SPECIAL; This fearsome fan can attack a whole group of 
snemies at once, 

MEMBERS WHO CAN EQUIP: Milly, Slime Recruits 
\TlONS: Despairia Weapon Shop 



SPECIAL; If aimed well, this venomous barb can inflict a critical 7 

hit. BBH pBB +i 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlym, 

Nevan, Terry, Slime Recruits 

LOCATIONS: Underwater house south of Howcastle, Arkbolt (Magic Key), Slimopolis (Rank ’■) 
devilmoth (drop) 


SPECIAL; Equip these extra-expedient earrings to strike twin 
a single turn. 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, 
Slime Recruits 

LOCATIONS: Slimopolis (Rank C), jugular joker (drop), sail 


Poison needle 


COST TO FORGE 


ATTACK 


STYLE 


Falcon knife earrings 


BUY 

- 

SELL 

82 SO 

COST TO FORGE 

- 

ATTACK 

+35 

STYLE 

+32 


ent (drop) 


































































mmmmnmmnmmmi 


Armour 




mmm 



buy 

25 

SELL 

IS 

COST TO FORGE 

- 

DEFENCE 

+3 

STYLE 

+0 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Amos, Slime Recruits 
LOCATIONS: Allfrades Abbey Armour Shop, Serimsley, 

Clearvale (Dream World), Clearvale (Real World), Lotus Lagoon, walking corpse (drop), czargoyle 
(drop) 



Plain clothes 



' V .Vr 


SPECIAL:- 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 
Ashlynn, Nevan, Terry, Amos, Lizzie, Goowain 

LOCATIONS: Somnia (Dream World), Ghent, gustodian (drop) 



I 





Wayfarer's clothes 





BUY 

70 

SELL ' 

52 

COST TO FORGE j 

- 

DEFENCE 

+7 

STYLE ■ 

+6 



SPECIAL: — 

PARTY MEMBERS WHO CAN EQUIP; Hero, Carver, Milly, 

Ashlynn, Nevan,, Terry, Amos, Goowain 

LOCATIONS: Weaver's Peak (Dream World) Weapon and Armour Shop, Mountain Pass (Dream 
World), Haggleton Armour Shop. Aridea, Clearvale (Rea) World), Weaver's Peak [Real World) 
Weapon Shop, Felonia, tree feller (drop) 

\ ___ 


Silk tuxedo 




SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

Terry, Amos 

LOCATIONS: Gallows Moor, Port Hoven orTurnscote Casino [500 tokens), blackmar (drop) 



Leather armour 


BUY 

- 

SELL 

262S 

COST TO FORGE 

- 

DEFENCE 

+10 

STYLE 

+40 


BUY 

180 

SELL 

115 

COST TO FORGE 

- 

DEFENCE 

+11 

STYLE 

+15 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan 
Terry, Amos, Lizzie, Goowain 

LOCATIONS: Weaver's Peak (Dream World) Weapon and Armour Shop, Haggleton Armour Shop, 
Somnia (Dream World) Armour Shop, Port Haven Armour Shop, Weaver's Peak (Real World') Weapon Shop 



























































220 

1&5 


+12 


-20 


SPECIAL: — 

PARTY MEMBERS WHO CAN EQUIP: Carver, Amos, Lizzie 
LOCATIONS: Carver, Alltrades Abbey Armour Shop 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: M% Ashlynn, _ 
Nevan 

LOCATIONS: Milly, Somnia (Real World), Arkbolt, damselfly (drop] 


BUY 

- 

SELL 

450 

CDS! TO FORGE 

- 

DEFENCE 

+13 

STYLE 

+28 



Boxer shorts 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

Amos, Slime Recruits 

LOCATIONS: Pescado, Somnia {Ultimate Key), Liddle (drop), sc/theborg (drop) 



Scale armour 


SPECIAL:- 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

Terry, Amos, Lizzie, Goowoin 

LOCATIONS: Haggleton Armour Shop, Somnia (Dream World) Armour Shop, Port Haven Armour Shop 




Bunny suit 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn 
LOCATIONS: Turnscole Armour Shop, splutterfly (drop) 


SPECIAL; - 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn 
LOCATIONS: Ashly nn, Port Haven Armour Shop 


BUY 

380 

SELL 

285 

COST TO FORGE 

- 

DEFENCE 

+17 

STYLE 

+1$ 


BUY 

3300 

SELL 

2475 

COST TO FORGE 

- 

DEFENCE 

+17 

STYLE 

+38 
























































t 







Dancer's costume 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Slime Recruits 

LOCATIONS; Alltrades Abbey Armour Shop, Arkbolt, 
Slimopolis 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

Terry, Amos, Goo wain 

LOCATIONS: Somnia (Real World) Armour Shop, Amor Armour Shop 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry 
Amos, Lizzie, Goowain 

LOCATIONS: Somnia (Real World) Armour Shop 


SPECIAL: Needed to get in Somnia Castle. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Nevan, Terry 

LOCATIONS: Somnia [Real World) Armour Shop, Weaver's 
Peak (Real World) 


BUY 

500 

SILL 

37S 

COST TO FORGE 

* 

DEFENCE 

+ 19 

STYLE 

+23 


BUY 

550 

SELL 

412 

COST TO FORGE 

- 

DEFENCE 

+18 

STYLE 

+ 18 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, M%, 

Ashlynn, Nevan, Amos, Lizzie, Slime Recruits 

LOCATIONS: Somnia (Real World) Armour Shop, Alltrades Abbey Armour Shop, Scrimsley Armour 
Shop, Howsworth Item Shop, Lucid Grotto, chompoceros (drop), drastic drackal (drop) 


BUY 

330 

SELL 

247 

COST TO FORGE 

- 

DEFENCE 

+20 

STYLE 

+ 13 


BUY 

1300 

SELL 

975 

COST TO FORGE 

- 

DEFENCE 

+20 

STYLE 

+25 


SPECIAL; ~ 

PARTY MEMBERS WHO CAN EQUIP: Miily, Ashlynn 

LOCATIONS: Somnia [Real World) Armour Shop, The 
Underkeep. Ark bo ft Armour Shop, Clear vale (Dream World), Fe Ionia Armour Shop, sluggernaut 
(drop), sluggerslaught (drop) 
































































Robust lingerie 


SPECIAL: Black, lacy underwear alluring enough to excite even 
the saintiiest of souls. 

PARTY MEMBERS WHO CAN EQUIP: Milly f Ashlynn 
LOCATIONS: Medford's Manor {100 mini medals} 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 

Ashlynn, Terry, Amos, Lizzie, Goowain, Slime Recruits 

LOCATIONS: Amor Armour Shop., Maanmirror Tower, Hallowed Hollow, yawnoceros (drop), noble 
gasbagon (drop] 





Iron armour 


COST TO FORGE 


DEFENCE 


STYtl 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

Terry, Amos, Goowain 

LOCATIONS: Amor Armour Shop, Ghent Armour Shop, harmour (drop) 


+25 
+ 19 






SPECIAL: The wearer may at times escape an enemy's attack 
altogether. 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, 

Nevan, Slime Recruits 

LOCATIONS: Ghent Armour Shop, Scrim sley Armour Shop, Castle Swanstone Armour Shop, cloud 
surfer (drop), bellstolker (drop) 


2300 


1725 - 18/5 


SCO 


+30 


+27^+42 


SPECIAL: — 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, ___ 

Terry, Amos, Goowain 

LOCATIONS: Ghent Armour Shop, Isle of Murdow, All trades Abbey Armour Shop, Scrimsley Armour 
Shop, Arkbolt Armour Shop, Aridea Armour Shop, Clearvale Armour Shop 


2500 


1S75 


+33 


SPECIAL - RMBr 

PARTY MEMBERS WHO CAN EQUIP: Nevan, Amos, 

Slime Recruits 

LOCATIONS: Aridea Armour Shop, Howsworth Item Shop, marrow escapee (drop], armoured 
(drop), plated goretoise [drop} 


4 



























































SPECIAL: 


Silver cuirass 


PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, M% 
Ashlynn, Terry, Amos, lizzie, Goowain 

LOCATIONS; Arkboit Armour Shop, Aridea Armour Shop, 
Swanstone Armour Shop, infernal pone (drop) 



SPECIAL; This garment wil help to reduce damage caused by 
magic. pM 

PARTY MEMBERS WHO CAN EQUIP: Mill* Ashlynn, ^ 
Nevon 

LOCATIONS: Castle Swanstone Armour Shop, Sorceria Armour Shop 


Legerdemantle 


COST TO FORGE 


DEFENCE 


STYLE 



Glombolero 


SPECIAL: This curious garment sometimes absorbs MP from 
enemy spells, 

PARTY MEMBERS WHO CAN EQUIP: Hero, Milly, Ashlynn, 
Nevan, Slime Recruits 

LOCATIONS; Medford's Manor (80 mini medals), high djinta (drop) 


+40 

-50 



Silver mail 


BUY 

6300 

SELL 

4725-5475 

COST TO FORGE 

4000 

DEFENCE 

+43 

STYLE 

+40-+70 


SPECIAL: This armour will help to reduce damage caused by 
magic. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 

Amos, Goowain 

LOCATIONS: Clearvale Armour Shop, Castle Swanstone Armour Shop, Turnscote Armour Shop, 
Felonia Armour Shop, berzorker (drop] 


Magical skirt 


caused by magic. 


Recruits 





BUY 

6700 

]ge 

_ t'E- . 

SEU 

5025 

COST TO FORGE 

- 

DEFENCE 

+45 

STYLE 

+35 


LOCATIONS: Sorceria Armour Shop, Seabed Shrine, wraithwand (drop) 



Snow here Weapon and Armour 


SPECIAL; Reduces damage from fire- and ice-based attacks. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 
Amos, Lizzie, Goowain 

LOCATIONS: Castle Swanstone Armour Shop, Sunken Ship, Mt 
Shop 


BUY 

5000 

SELL 

3750-3975 

COST TO FORCE 

1299 

DEFENCE jjSBlfe 

+50 

STYLE 

"30-+43 






















































Shimmering dress 


SPECIAL; This armour will help to reduce damage caused by 
magic. 

PARTY MEMBERS WHO CAN EQUIP; Hero, Carver, Nevan, 
Terry, Amos, Goowain, Slime Recruits 

LOCATIONS; Sorceria Armour Shop 


SPECIAL: This diaphanous dress may reflect magic back at the 
caster. 

PARTY MEMBERS WHO CAN EQUIP; Milly, Ashlynn 
LOCATIONS; Best dressed contest (Level 6) 


BUY 

7500 

SELL 

5625-5000 

COST TO FORGE 

2000 

DEFENCE 

+50 

STYLE 

+3S-+61 


BUY 

- 

SELL 

- 

COST TO FORGE 


DEFENCE 

+55 

STYLE 

+61 


I 

I 

! 


j 

i 



SPECIAL: Thb armour will help to reduce damage caused by 
magic, 

PARTY MEMBERS WHO CAN EQUIP; Hero, Milly, Ashlynr 
Nevan, Terry, Amos 

LOCATIONS; Weaver's Peak [Dream World] Weapon Shop [< 


Enchanted armour 



SPECIAL; This armour may hold a spiky surprise for the unwary 
attacker, 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 
Amos, Lizzie, Goowain 

LOCATIONS: Cryptic Catacombs 


Spiked armour 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+55 

STYLE 

+15 





12000 


9000-9375 


2000 


+60 


+37~+72 


SPECIAL: This armour will reduce damage from fire-based 
attacks. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 

Amos, Lizzie, Goowain 

LOCATIONS; Well Armour Shop East of Port Haven, Turnscote Armour Shop, Weaver's Peak [Real 
World) Village Shop, Felonia Armour Shop, zombie gladiator (drop) 


SPECIAL: A Graceful garment that reduces damage from magic- 
and fire-basea attacks. 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, 

Nevan, Slime Recruits 

LOCATIONS: Well Armour Shop East of Port Haven, Turnscote Armour Shop, Weaver's Peak (Real 
World) Village Shop, Despairia Armour Shop, silhouette (drop) 


i 




























































Platinum mail 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+66 

STYLE 

+51 


SPECIAL: This armour will hejp to reduce damage caused by 
magic, 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver Terry, 

Amos, Lizzie, Goo wain 

LOCATIONS: Port Haven or Turnscote Casino (3500 tokens), Howcastle (Ultimate Key] 



SPECIAL: Reduces damage from magic- and ice-based attacks. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry 


Amos, Lizzie, Goowaln 

LOCATIONS: Well Armour Shop East of Port Haven, hopping h el If ire (drop) 


Flame armour 


BUY 

15000 

SELL 

11250-14250 

COST TO FORCE 

16000 

DEFENCE 

+70 

STYLE 

+33-+5S 




SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Nevan, Slime Recruits 

LOCATIONS: Slimopolis, Slimopolis (Rank E[, slime (drop-later, 
stronger slime), mottle mend slime (drop) 


BUY 

- 

SELL 

6000 

COST TO FORGE 

- 

DEFENCE 

+70 

STYLE 

+30 



Sacred armour 


SPECIAL: Blessed is he who wears this armour, for he shall 
regain health as he does battle! 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 
Ashlynn, Nevan, Terry, Amos 

LOCATIONS: Medford's Manor (60 mini medals), fungeon 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+7S 

STYLE 

+55 



LOCATIONS: Mo/tamors Dreadlair 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+SS 

STYLE 

+72 



Mela s arpiour 


SPECIAL: This armour is cursed and will curse the character that 
equips it and reduce his/her agility to zero. Equip another piece 
of armour to get rid of the curse . Offers some protection against 
magic- and fire-based attacks. 

PARTY MEMBERS WHO CAN EQUIP: Carver, Terry, Amos, Lizzie, Goowain 
LOCATIONS: Mobile Island [Ultimate Key), stone guardian (drop) 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+85 

STYLE 

+ 12 





























































Carver, Terry, 


Armour of Max Wynne 


COST TO FORGE 


DEFENCE 


STYLE 


Gigant 


SPECIAL Reduces damage from magic- and ice-based ottacb. 

PARTY MEMBERS WHO CAN EQUIP: Hero, 

Amos, Goowain, Slime Recruits 

LOCATIONS: Despairia (from Max Wynne] 


SPECIAL: Reduces damage from fire- end ice-based attacks. 

PARTY MEMBER5 WHO CAN EQUIP: Carver, Terry, Amos, 

Lizzie, Goowain 

LOCATIONS: Despairia Armour Shop, Greedmore Valley Armour Shop 


BUY 

23000 

SELL 

17250-21000 

COST TO FORGE 

20000 

DEFENCE 'il§l 

+92 

STYLE 

+15-+77 



Angel leotard 


SPECIAL: Ethereal attire that increases resistance to sudden- 
death spells and abilities. 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, Slime 
Recruits 

LOCATIONS: Fungeon part 2 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+95 

STYLE 

+88 



Dragon robe 


SPECIAL: Reduces damage from magic-, fire-, and ice-based 
attacks. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Milly, Ashlynn, 
Nevan, lizzie 

LOCATIONS: Greedmore Valley 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+95 

STYLE 

+60 



SPECIAL: This scintillating suit may reflect magic back at the 
caster. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Terry Amos, 
Goowain 

LOCATIONS: Greedmore Valley Armour Shop 


SPECIAL: Reduces damage from fire- and ice^based attacks. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver Nevan 
Terry, Amos, Lizzie, Goowain, Slime Recruits 

LOCATIONS: Greedmore Valley Casino (150000 Tokens) 


OR ARMOUR 


Metal king armour 


BUY 

30000 

SILL 

22500 

COST TO FORGE 

- 

DEFENCE if 

+95 

STYLE 

+50 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+115 

STYLE 

+45 


! 


























































SPECIAL: Restores some of the wearer's HP with each and every 
step. One of the four pieces of legendary equipment. Offers 
some protection against magic-and fice-oased attacks. 


PARTY MEMBERS WHO CAN EQUIP: Hero 


LOCATIONS: Castle Graceskull 


BUY 

- 

SELL 

- 

COST TO FORGE 

20000 

DEFENCE 

+80-+100 

STYLE 

+32-+80 




Shields 







SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 
Ashlynn, Nevan, Slime Recruits 

LOCATIONS: Weaver's Peak [Real World), yabby (drop) 


|UY 

100 

Sell 

30 

COST TO FORGE 

- 

DEFENCE 

+2 

style 

-20 



BUY 

70 

Sill 

52 

COST TO FORGE 

- 

DEFENCE 

+4 

STYLE 

+2 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

Terry, Amos, Goowain 

LOCATIONS: Weaver's Peak (D ream World) Weapon and Armour Shop, Haggleton Armour Shop, 
Somnia (Dream World) Armour Shop, Weaver's Peak (Rea! World) Weapon Shop, leery lout (drop) 



BUY 

180 

SELL 

135 

COST TO FORGE 

- 

DEFENCE 

+7 

STYLE 

+4 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

Terry, Amos, Goowain 

LOCATIONS: Haggleton Armour Shop, Somnia (Dream World] Armour Shop, Port Haven Armour 
Shop, Scrims ley, gum shield (drop], wayward armour (drop) 



SPECIAL: — 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan 
Terry, Amos, Goowain 

LOCATIONS: Secret Passage, Somnia (Real World] Armour Shop 


370 


277 























































SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, Slime 
Recruits 

LOCATIONS: Poseidon's Palace, Best dressed contest (Level 1) 


8LJY 

720 

SELL 

540 

COST TO JORGE 


DEFENCE 

+\h 

SLUE 

+12 


SPECIAL: Reduces damage from fire- and ice-based attacks. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 

Amos, Goowain 

LOCATIONS: Amcr Armour Shop, Ghent Armour Shop, Scrimsley Armour Shop, Arkbolt Armour 
Shop 



BUY 

5000 

SELL 

3750-3937 

COST TO FORGE 

1000 

DEFENCE 

+20 

STYLE 

+21-+38 


SPECIAL: A shamanic shield that reduces damage from magic 
based attacks. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, 

Ashlynn, Nevan, Terry, Amos 

LOCATIONS: Arkbolt Armour Shop, Aridea Armour Shop, Clearvole Armour Shop, Castle 
Swonstorte Armour Shop, Sorceria Armour Shop, Turnscote Armour Shop, Pad kannour [drop] 


SPECIAL: Reduces damage from magic- and fire-based attacks 

PARTY MEMBERS WHO CAN EQUIP: Hero Carver, Terry, 

Amos, Goowain 

LOCATIONS: Somnia [Ultimate Key), annihilontern (drop), octoviann sentry [drop) 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+25 

STYLE 

+40 



Tempest shield 


SPECIAL: Use during bottle to send a savage storm sweeping 
down on all enemies. This storm has the ability to sweep 
enemies away from the fight. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry 

LOCATIONS: Castle Graceskull, Undersea Treasure Chamber, war gryphon (drop) 




SPECIAL: Reduces damage from Fire- end ice-based attacks. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 
Amos, Lizzie, Goowain 

LOCATIONS: Port Haven or Turnscote Casino (2000 tokens) 


SUY 

- 

SELL 

5325-5700 

COST TO FORGE 

2000 

DEFENCE 

+30 

STYLE 

+2S-+47 































































SPECIAL; Reduces damage from magic- and ice-based attacks, 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 
Amos, Lizzie 

LOCATIONS: Felon ia Armour Shop 


BUY 

17000 

SELL 

12750-13875 

COST TO FORGE 

6000 

DEFENCE 

+-40 

STYLE 

+22-+4S 


k 





SPECIAL; Use during battle to heal the user 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 
Amos., Slime Recruits 

LOCATIONS: The Underwater Tunnel, Fungeon part 2 


Ogre shield 


SPECIAL; Reduces damage from fire-and ice-based attacks- 

PARTY MEMBERS WHO CAN EQUIP: Carver, Terry, Amos, 
Lizzie, Goowain 

LOCATIONS; Despairia Armour Shop 




BUY 

20000 

SELL 

isooo-iaooo 

COST TO FORGE 

16000 

DEFENCE 

+48-+6S 

STYLE 

-10-+50 


Silver shield 


SPECIAL; Reduces damage from magic- and tire-based attacks 

PARTY MEMBERS WHO CAN EQUIP; Hero, Carver, Milly, 
Ashlynn, Terry Slime Recruits 

LOCATIONS: Greedmore Valley Armour Shop, Greed more Mine 


a#** 




SPECIAL; Reduces damage from magic- and fire-based attacks* 

PARTY MEMBERS WHO CAN EQUIP; Hero, Carver, Nevan, 
Terry, Lizzie, Goowain 

LOCATIONS: Despairia (from Max Wynne) 


Ruinous shield 


SPECIAL; This shield is cursed and will curse the character that 
equips it. Simply equip another shield to get rid of curse. 

PARTY MEMBERS WHO CAN EQUIP; Hero, Carver, Terry, 

Amos, Lizzie, Goowain 

LOCATIONS: Greedmore Valley Armour Shop, Gallows Moor, disgustling (drop], sintaur (drop] 


BUY 

33000 

SELL 

24750 

COST TO FORGE 

- 

DEFENCE 

+55 

STYLE 

+33 


BUY 

- 

SELL 

- 

COST TO FORGE 

10000 

DEFENCE 

+60 

STYLE 

+S-+42 


BUY 

S300 

SELL 

3975 

COST TO FORGE 

- 

DEFENCE 

+62 

STYLE 

+5 


& 


*N 

If- m 


























































SPECIAL: Reduces damage from magic-, fire, and ice-based 
attacks. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Mllly, 
Nevan, Terry, Amos, Goowain, Siime Recruits 

LOCATIONS: Slimopoiis (Rank 6] 




SPECIAL: One of the four pieces of legendary equipment. Use 
during battle to put a shield in front of me user. This shield will 
deflect one spell before going away. Some protection against 
magic- and ice-bosed attacks. 

PARTY MEMBERS WHO CAN EQUIP; Hero 
LOCATIONS; Cryptic Catacombs 


Soy 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+70 

STYLE 

+40 





SPECIAL; - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, 


Asmynn, ivevan, lerry, Amos, Lizzie 

LOCATIONS; Weaver's Peak (Dream World], Weaver's Peak (Dream World) Item Shop, Haggleton 
Armour Shop, Somnia (Dream World) Armour Shop, Pori Haven Armour Shop, barksman (drop) 



SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

Amos, Lizzie 

s Peak (Dream World) Item Shop, Somnia (Dream World) Armour Shop, Port 
, sniping bardsmcn (drop) 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP; Nevan, Slime Recruits 

LOCATIONS; Ghent, Alltrades Abbey Armour Shop, loathsome 
leek (drop) 
























































SPECIAL:- 

PARTY MEMBERS WHO CAN EQUIP: Nevan, Amos, Lizzie, 

Slime Recruits 

LOCATIONS: Scrimsley Armour Shop, Aridea Armour Shop, Pescado Item Shop, secslime (drop) 




SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn 

LOCATIONS: Ashlynn, Clear vale (Real World] Item Shop, 
Chateau de Sass 


BUY 

TSO 

SILL 

112 

COST TO FORGE 

- 

DEFENCE 

+7 

STYLE 

+ 10 




SPECIAL:- 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, Lizzie 

LOCATIONS: Port Haven, Madame Luca's, Amor Armour Shop, 
Howsworth Item Shop, Mt. Showhere, feralbeast (drop) 


SOY 

400 

SELL 

300 

COST TO FORGE 

- 

DEFENCE 

+11 

STYLE 

+13 



SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn 

LOCATIONS: Ghent Armour Shop, Aridea Armour Shop, 
Clearvale (Real World) Item Shop 


Silver tiara 


BUY 

450 

SELL 

337 

COST TO FORGE 

- 

DEFENCE 

+14 

STYLE 

+25 




SPECIAL: — 


PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 

Amos-, Lizzie, Goo wain 

LOCATIONS: Amor Armour Shop, The Under keep, Ghent Armour Shop, Scrimsley Armour Shop, 
Clearvale Armour Shop, cauidrone (drop), pot shot (drop) 




ARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, Lizzie, 

Slime Recruits 

^ AT, ONS: Amor (Real World) f Weaver's Peak (Real World) Village Shop, ne'er-dowe!l (drop) 






































































SPECIAL: This unparalleled apparel duplicates the effects of 
spells cast in battle, 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashtynn, 
Nevan, Slime Recruits 

LOCATIONS: pudgedevil (drop), metal king slime (drop) 


SPECIAL: — 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 

Amos., Lizzie, Goowain, Slime Recruits 

LOCATIONS: Murdaw's Keep, Arkbolt Armour Shop, Clearvale Armour Shop, Castle Swanstone 
Armour Shop, Well Armour Shop East of Port Haven, Sorceria Item Shop, Turnscote Armour Shop, 
octaviarv pirate (drop) 


SPECIAL: A hardy hat that can fly like the wind if thrown in 
the air. Use it to instantly return to various previouslywisited 
locations, 

PARTY MEMBERS WHO CAN EQUIP: Hero, Milly, Ashlynn, Nevan, Slime Recruits 
LOCATIONS: Slimopolis (Rank H], gustbluster (drop) 


+25 



Happy hat 






SPECIAL: Recovers some of the wearer's MP with each and 
every step. 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, 

Nevan, Slime Recruits 

LOCATIONS: Best dressed contest (Level 8), liquid metal slime (drop) 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+35 

STYLE 

-17 



SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry 
Amos, Lizzie, Goowain 

LOCATIONS: Terry Best dressed contest (Level 5) 


SPECIAL: - 

PARTY MEMBERS WHO CAN EQUIP: Nevan, Slime Recruits 

LOCATIONS: Well Armour Shop East of Port Haven, king 
cureslime (drop) 






















































Thinking cap 




SPECIAL: Pop this puppy on to add 15 to the party memher's 
wisdom. 

PARTY MEMBERS WHO CAN EQUIP: Hero Carver Nevan, 

Terry, Amos, Lizzie, Goowain 

LOCATIONS: Well Armour Shop East of Port Haven, Despair!a Armour Shop 


BUY 

13000 

SELL 

97SO 

COST TO FORGE 

- 

DEFENCE 


STYLE 

+21 




SPECIAL: Increases resistance to sudden-death spells and 
abilities, among others. 

PARTY MEMBERS WHO CAN EQUIP: Miliy r Ashlynn 
LOCATIONS: Mortamors Dreadlair 


BUY 

- 

SELL 

- 

COST TO FORGE 

- 

DEFENCE 

+45 

STYLE 

+50 



SPECIAL - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, 
Amos, Lizzie, Goowain 

LOCATIONS: Greedmore Valley Armour Shop 


Great helm 


BUY 

25000 

SELL 

1*750-22500 

COST TO FORGE 

20000 

DEFENCE 

+50 

STYLE 

+30-+47 




SPECIAL; - 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 
Terry, Amos, lizzie, Goowain 

LOCATIONS: Despairia [from Max Wynne} 


BUY 

- 

SELL 

- 

COST TO FORGE 

10000 

DEFENCE 

+55 

STYLE 

+1S-+40 



Metal king helm 


SPECIAL: Increases resistance to sudden-death spells and 
abilities, among others. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Terry, 

Amos, Lizzie, Goowain, Slime Recruits 

LOCATIONS: Medford's Manor (70 mini medals), loss leader (drop) 



SPECIAL: One of the four pieces of legendary equipment, 
Increases resistance to sudden-death spells and abilities, among 
others. 

PARTY MEMBERS WHO CAN EQUIP: Hero 
LOCATIONS: Somnia (from King) 


Helm of Sebath 


BUY 

- 

SELL 

- 

COST TO FORGE 

16000 

DEFENCE 

+45-+-50 

STYLE 

+24-+4S 
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Accessories 




SPECIAL: A gaudy, attention-grabbing ring with a glittering 
glass- globe on top. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Milly, Ashlynn 
Terry 

LOCATIONS; Somnia (defeat Grim Grinner in well) 




Antique ring 



- 

v 

- 


- 

■~*T 4 i j * FV v -..' ^;. j 

+2 


-20 





SPECIAL: The brilliant band boosts defence when worn. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Milly, Ashlynn, 

Terry, Lizzie, Goowain, Slime Recruits 
LOCATIONS: Gardsbane Tower, Southern house north at Wayfarer s Pass, goodybag [drop) 




SPECIAl: A magical accoutrement that accentuates agility. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 
Ashlynn, Nevan, Terry 
LOCATIONS: Northern Cave 




SPECIAL: This religious ring recovers 20-30 MP whenever it's 
used. Using it might cause it to disintegrate. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Milly, Ashlynn, 
Terry, Slime Recruits 

LOCATIONS: Sorceria, Turnscote or Greedmore Valley Casino 
(drop), hirsute hexer (drop) 

jA 

SPECIAL; Wards off ail wandering monsters when worn. 

PARTY MEMBERS WHO CAN EQUIP; Hero, Carver, Milly, 
Ashlynn, Nevan, Terry, Amos, Lizzie, Goowain, Slime Recruits 

LOCATIONS: Alltrades Abbey (get all vocations to 5 stars) 


BUT 

- 

SILL ■ Cl 

2250 

COST TO FORGE 

- 

DEFENCE ;i ;H§ 

+5 

STYLE 

+22 


(5000 Tokens), Felonia, hedslime 



- 


- 

COST TO FORGE 

- 

I mnncz 

+ 15 

STYLE 

+30 
























































SPECIAL: The brilliant band boosts defence when worn. 

PARTY MEMBERS WHO CAN EQUIP; Hero, Carver r 
Ashlynn, Nevan, Terry, Lizzie, Goo wain 

LOCATIONS; Arkbolt item Shop, Felonia 


Milly, 




Kerplunk bracer 


COST TO FORGE 


DEFENCE 


STYLE 


Kamikazee bracer 


SPECIAL: Rousing wristwear that may just save the day in times 
of need! If the wearer dies the bracer explodes healing the rest 
of the party and destroying the bracer 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milty, Ashlynn, Nevan, Terry, 
Goowain, Slime Recruits 

LOCATIONS: Poseidon's Palace (Ultimate Key), Turnscote or Greedmore Valley Uwnu 
Tokens), bomboulder (drop) 


7500 


+ 10 


SPECIAL: Rousing wrlstwear that may just save the day in times 
of need! If the wearer dies the bracer explodes injuring the 
enemy and destroying the bracer 

PARTY MEMBERS WHO CAN EQUIP; Hero, Carver, Mfy, Ashlynn, Nevan, Terry, Amos, Lizzie, 
Goo wain, Slime Recruits 



LOCATIONS: Port Haven Casino (5000 Tokens), Greedmore Valley, rockbomb (drop) 


Meteorite bracer 


SPECIAL: This breathtaking bracer increases the wearer's agility 
twofold! Great for getting who you want to go first in battle. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 
Ashlynn, Nevan, Terry, Amos, Lizzie, Goowain, Slime Recruits 

LOCATIONS: Amor (Real World) 


BUY 

- 

sell 

- 

COST TO FORGE 

- 

AGILITY 1 

X2 

STYLE 

+15 




SPECIAL: A symbol of courage in times of hardship. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 
Ashlynn, Nevan, Terry 

LOCATIONS: Gardsbane Tower, King slime (drop) 


BUY 0^%^ 

- 

SELL 

- 

COST TO FORGE | 

- 

DEFENCE 

+ 15 

STYLE MWi 

+9 



SPECIAL; Use during battle to attempt to confuse the enemy, 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn 
LOCATIONS: Madame Luca's, fuddieguana (drop) 
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SPECIAL; An orb that exposes the Archfiend's deceptions 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 
Ashlynn, Nevan, Terry 
LOCATIONS: Gallows Mocr 


SPECIAL: A pendant that allows entry into the city of rogues, 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly 
Ashlynn, Nevan, Terry 
LOCATIONS: Mi, Snowhere 


COST tO FORGE 


DEFENCE 


STYLE 


Turnscote pendant 


BUY 

- 

! SILL 

- 

COST TO FORGl 

- 

STYLf 

+45 



COST TO fORGE 


iPECIAL: This wooden smoking pipe is a beloved keepsake of 
ild Mox Wynne. 

>ARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

_ i* ATI A WO npAnnrin 



Fishnet stockings 


SPECIAL; The ultimate in sexy legwear, woven from black silk 
fibres. 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn 
LOCATIONS: Well Item Shop East of Port Haven, Turnscote, Greedmore Valley Item Shop 


3200 


+40 



for fervent fans of fashion. 


SPECIAL An understated skull wrap ■mi™*—™ 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, -±2*— 

Ashlynn, Terry, lizzie, Goowarn, Slime Recruits 

LOCATIONS: Turnscote Item Shop, Weaver's Peak (Real World), Greedmore Valley Item Shop, Best 
dressed contest (Level 2), well wisher [drop), scarewell (drop) 


SPECIAL: This fabulous footwear eschews tlexroiiity tor ra: 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, 
Recruits 

LOCATIONS: Sunken Ship, Best dressed contest (level 4) 


BUY 

SEU 

COST TO FORGE 
DEFENCE HHI 
STYLE 


Trailblazing bandana 


BUY 

- 

SUL 

600 

COST TO FORGE 

- 

AGILITY -20 pS 


STYLE 

+45 

























































2400 

iaoo 


650 

487 


+5 

+35 


SPECIAL: Match this with a snappy suit to leave an inspired 
impression. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Nevan, 

Terry, Amos, Lizzie, Gocwoin, Slime Recruits 

LOCATIONS: Turnscafe Item Shop, thaumatobat [drop], wet kisser (drop) 


SPECIAL: This jaunty jewellery boosts attack when worn. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Mllly, Ashlynn 
Terry, Slime Recruits 

LOCATIONS: Wei! Item Shop East of Port Haven, Chateau de Sass 



SPECIAL: This glittering gemstone boosts attack when worn. 

PARTY MEMBERS WHO CAN EQUIP: Hero, Carver, Milly, 
Ashlynn, Nevan, Terry, Slime Recruits 

LOCATIONS: Medford's Manor (25 mini medals), Fungeon part 2 


BUY 

- 

SILL 

2250 

COST TO FORGE | 

- 

ATTACK 

+20 

smt .m 

+18 



SPECIAL; A positively pink pearl that exudes panache. 

PARTY MEMBERS WHO CAN EQUIP: Milly, Ashlynn, Slime 
Recruits 

LOCATIONS: Pescado Item Shop, Seabed Shrine, prickly prankster (drop), cravzee [drop] 



1500 

| 

1125 

le. 

- 

+40 
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Complete Walkthrough 


Explore the world to plunder its fortunes and confront 
its evils. Use our helpful walkthrough to fulfill all of the 
challenges on your long and dangerous quest. 


Illustrated Maps 


The beautiful maps included in this guide show you 
every treasure chest and help you navigate your 
way through the world of 
Dragon Quest'*' VI. 


Weapon, Armour, and Item Appendices 


Discover me oest tools of the trade to equip your party with and 
lay waste to your foes on the field of battle. 


Vocation Strategy 


Leer- oil about the abilities that your hero and your 
cor- -oses have access to. Use this guide to plan out the 
sec oarty to defeat every dungeon. 


gg CHURCH 


Full Bestiary 


Defeat any monster or minion that pops up in your path by learning 
*s strengths, weaknesses, and special abilities. 
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A powerful evil has swept through the lands of 
Zenithia, controlling the lives and the dreams of 
its citizens. It is time for you to gather forces to 
confront this threat head on and eliminate it at 
cost. 












































































